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Victory achieved! NF Magazine has been fully funded for another year 
after a wildly successful first Kickstarter campaign. Thank you to 
everyone who took part in the campaign by making pledges to renew 
your subscriptions for another year, or to sign up for a subscription for 
the first time ever! Because of your support, we can rest assured that we 
have enough funding to be able to print, package and ship another 
year’s worth of issues to our thousands of subscribers. 


We not only hit our target goal of $49,000, but flew far past that for a 
final pledge total of $68,491! With the extra pledges that came in, we 
were able to hit several stretch goals, including funding the production 
of the fold-out poster that’s accompanying this very issue, establishing 
production budgets for each of our Year 2 issues (which means the NF 
staff will be able to be paid for their hard work for the first time, after a 
year of working for free just out of love for the NP legacy) and funding an 
all-new print run of our debut issue, #1 from January/February 2013, 
which we were only able to offer through the pricey print-on-demand 
service of MagCloud back when we first launched. If you subscribed 
through the Kickstarter (or shortly thereafter through our website), 
you'll be getting a print сору of #1 sent to you later this year. (For full 
details on how that will work, stay tuned to NFMagazine.com.) 


To see the Kickstarter campaign’s page, preserved for posterity, visit: 


http://www.kickstarter.com/projects/910078610/ 
nf-magazine-year-2-subscriptions 
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It’s Great to Hit Мо. 8 


What better game to feature on the cover of our 
Issue #8 than the upcoming Mario Kart 8? It's 
great! It must have been fate. (OK, | won't subject 
you to an entire Letter from the Editor written in 
rhyme.) Mario Kart 8 is the next major retail title 
on the Wii U's release calendar, but we've still got 
a little while to wait before it actually goes on sale 
at the end of May - so we're taking that idea of 
having to be patient for the arrival of a game and 
running with it in our lead Download section 
article, "Bridging the Gap," which profiles 14 Wii U 
eShop games that are helping Wii U owners make 
it through these lean 14 weeks in-between the last 
big first-party release, Donkey Kong Country: 
Tropical Freeze, and Kart's almost-in-June launch 
date. Our central, titular feature "The Road to 
Mario Kart 8" takes a different spin on the idea of 
waiting for the game to appear, as it looks back on 
the entire 20+ year history of the Mario Kart series 
and examines how Nintendo arrived at this eighth 
installment by developing gameplay concepts 
over the course of its seven predecessors. Beyond 
that, we've got a celebration of Kart elsewhere as 
well, as Teagan takes on the franchise's first-ever 
game for his first time ever — and, of course, we've 
got a fold-out Mario Kart 8 poster included with 
this issue too! It's our first step into the waters of 
providing official NF posters for you to plaster on 
your walls, but don't worry, old NP readers - there 
are no staples for you to have to remove with this 
one. Thanks for joining us for the first new issue 
of our second full subscription year! 
Let's dive in and get ourselves 
ready to go karting! 


LUCAS M. TMOMAS, EDITOR-IN-CHIEF 
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ISSUE 27: 
JANUARY/ 
FEBRUARY 2014 


A new calendar year got 
off to a great start with 
our sensational Shovel 
Knight issue, but we're 
wasting no time keeping 
the momentum rolling 
here in our Mario Kart 8 
issue. As usual, we've 
received several letters 
sent in to the NF Inbox 
that require entirely 
serious, | no-nonsense 
responses. So The Ox is 
back in action with 
answers for them all: 


Next Collection? 


What Nintendo series will be collected 
on disc next? We've already had Super 
Mario All-Stars and Kirby’s Dream 
Collection, so what's next for а collec- 
tion? - BIMMY LEE 

I'd love a proper Zelda Collection 
(the GameCube disc doesn't count), 
maybe given the All-Stars graphic 
upgrade treatment? More than 
anything, though, Га want a way to 
play the Satellaview Zelda games 
on there! 

That aside, Nintendo has tons of 
great candidates. A complete Star 
Fox with the original Super NES 
game and the unreleased Star Fox 2 
would be most welcome in my col- 
lection! 


. . 
Next Dimension 
How can Nintendo top the 3DS? It's 
the best system they've ever made. 
— JOSH WISE 
Nintendo 4DS, where you're likely 
to win every game in at least one 
alternate timeline. 


We Want Wart 


Will Nintendo ever make plans for 
bringing back the world of Subcon 
and have Wart return as a main Mario 
villain? - КЕМ ONDRACEK 

My fingers remain forever crossed 
that Wart will return. Mario has 
such a great gallery of rogues, and 
it's a shame we seldom see anyone 
besides Bowser for more than one 
appearance. Anything else would 
be like if Batman only fought the 
Joker, with Two-Face, Penguin, 
Riddler and Catwoman only 
making one appearance before 
going away. 


Fave Smashers 


Everyone at Nintendo Force, what are 
your favorite Super Smash Bros. char- 
acters from any of the games? - TAM 
GRNT 

Mario has been my main from the 
start (though F.L.U.D.D. hurt my 
game a little bit in Brawl), and I 
always love R.O.B. in anything. 
However, new challengers Mega 
Man, Rosalina and Little Mac are 
starting to make me reconsider... 


Learn from Sonic 


If there were one non-Nintendo game 
the Nintendo top brass should play 
and mimic, what game would it be, 
and what mechanic from that game 
should be copied? - BENJAMIN A. 
MATHEWS 

Honestly, 1 wouldn't mind in the 
slightest — in fact, I'd much prefer 
it - if unlocking new racers and 
such in Mario Kart were more like 
in Sonic & Sega All-Stars Racing, 
among other slight tweaks. 


Hail Helix? 


Have you been following Twitch Plays 
Pokémon, and if so, what's your 
opinion? - DANIEL DEEGAN 

A bit. That they managed to get 
through it reminds me of the old 
adage about how if you gave an 
infinite number of monkeys with 
typewriters infinite time, they'd 
eventually re-create the complete 
works of Shakespeare. (See our 
article about Twitch Plays 
Pokémon on Page 79.) 


SNES Hits 


What, in your opinion, are the five 


Size Matters 

Is Ridley too big for Super Smash Bros.? - CHRIS HINTCH 
As speculation for the next Smash game's playable 
roster ramps up as we move further into 2014, Samus 
Aran's arch-nemesis from the Metroid series has been 
the focus of one of the most heated debates. On the one 
hand, he'd seem to qualify for consideration because of 
his recurring importance in the franchise. On the other, 
he's just physically huge, and it's hard to imagine him 
even fitting on the battlefield. But Kirby is only about 
eight inches tall, while Captain Olimar is only about 3/4 
of an inch; if the developers can fudge their sizes to 
make them fit with the rest of the roster, I don't see 
why they can't do the same for Ridley . . though he 
should probably still be among the biggest fighters. 


RIDLEY ILLUSTRATION BY EL-ROACHO 


most underrated SNES games? For 
me, it would be Sonic Blast Man, 
Sonic Blast Man 2, Illusion of Gaia, 
Arkanoid: Doh it Again and Super 
Ninja Boy (yes, really), although not 
necessarily in that order. 

- JOHNNY SWANSON 

Illusion of Gaia is а good one; I 
wish it was on Virtual Console 
already. Four more (but far from 
the only ones), in no particular 
order, are Yoshi's Safari, Stunt 
Race FX, Pac-Man 2: The New 
Adventures and Mighty Morphin 
Power Rangers: The Fighting 
Edition. 


From the Vaults 


What are some of the greatest unre- 
leased Nintendo titles? I'm thinking 
those revealed at Space World, E3, 
etc. over the years that, for some 
reason, never saw the light of day. 
The first that comes to mind for me 
is Super Mario 128. What should 
Nintendo pull out from the vaults 
and release to the world? - TIM 
PARTELOW 

In a manner of speaking, I think 
Super Mario 128 was sort of 


released as Pikmin (via the 
massive number of characters) 
and Super Mario Galaxy (the 
running around on planets). 

Personally, I'd love to see a 
release of the original localized 
8-bit EarthBound game and Star 
Fox 2 on the Nintendo eShop, since 
both were pretty much completed 
and then canned. 


Which Smash? 


Are you more excited for Super 
Smash Bros. on 3DS or Wii U, and 
why? - SCOTT CAMPBELL 

Tough call; оп the one hand, Wii U 
will be in high definition. On the 
other, 3DS will not only be 
portable, but knocking opponents 
into the screen should take on an 
all-new feeling. 


Studio Closed 


What's up with Flipnote Studio 3D? 
Didn't the Big N say they were going 
to release it last August? So did it 
just get cancelled for the US or . . .? 
- MATTHEW DEEGAN 

They did say August, but then 


it didn't appear, and there hasn't 
been any word on it since. But 
hopefully it will come soon! 


Kickstarted! 


So glad to see the Year 2 Kickstarter 
not only worked out, but far 
exceeded its goals. I’ve been a sub- 
scriber since Issue #2 myself, and my 
biggest regret was never getting that 
debut issue - and now thanks to the 
Kickstarter, my collection will be 
complete, and I'll have another year 
of Nintendo goodness ahead of me. 
It's a relief to know that with 
Nintendo Power gone, Nintendo 
Force is back for Year 2, and I plan to 
be a subscriber for life as long as you 
guys keep putting out magazines! I 
may own all the systems and spend a 
bit more time on Xbox than my Wii U, 
but deep down, I’ve been a Nintendo 
kid since 1986, and I will always love 
Nintendo. Thanks for being there for 
us Nintendo kids who grew up but 
never really "grew up." - JOE 
CAMMISA 
Thanks for being with us, and 
we're happy to be here! Long may 
Nintendo Force reign! 


DON'T ANGER 


THE OX 


I'm not quite sure, but given his ten- 
dencies of anger - and the lack of 
management thereof — | might say 
that the Ox is, at the very least, a 
cousin to the Kongs. - TERRY 
WOOD 

май... are you really trying to 
make a monkey out of me? 


Hello Force! So maybe having a wife 
and two sons (and a mortgage) kept 
me from buying the "Anger the Ox 
Tier" on your Kickstarter campaign, 
but | just wanted to say: I love the 
fact NF went the Kickstarter route 
for Year 2 subsciptions. It's exciting! 
Plus, it's just another step in the 
Force establishing its own identity 
(not that you'd need to fight the 
"power" or anything.) ! pulled the 
trigger on the $25 print subscription 
which I think is a great value. Quick 
question, does the fact that my son 


The Nintendo of Old 


| would like to know if Nintendo would ever consider 
re-releasing the toys they made from their earlier 
days. | would /ove an Ultra Hand and more! 

- STEPHEN SWAN 

One can hope! г love a Mach Rider, personally, 
while I'm sure Moe's could probably use a new 
Love Tester by now. 


Simon was named after my favorite 
8-bit vampire hunter (and my wife 
doesn't even know it) make the Ox 
happy? I thought I'd try and make 
the Ox smile rather than angering 
him. Thanks! - DYLAN LEE 

The Ox is most pleased, yes... 
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ІМВОХ 


The Paternity Test 


Our featured video game personality in 
Issue #7's Character Profile was none 
other than Cranky Kong, that most 
crotchety of virtual apes. In addition to 
examining his captivating cantanker- 


FIRST APPEARANCE 


CRANKY “е 
M ; 


Most video game characters are immune to the. 
effects of age, but not this grumpy old ape. 


ousness, we also raised a question that’s 
been the source of some debate among 
Donkey Kong series fans: is Cranky 
supposed to be Donkey Kong’s dad, or is 
he supposed to be his grandfather? We 
came to no conclusion ourselves, 
instead asking you your opinion. Here’s 


what just a few of you had to say: 


| think he is Donkey Kong’s father 
because he is an old man and acts like 
his father. - TAM GRNT 


Cranky is his granddad, judging by 
their relationship and age difference. 
- BENJAMIN A. MATHEWS 


He's obviously his grandfather, the 
original Donkey Kong. DK is DK Jr.'s 
son. My theory is he jumped ship due 
to failure and left him in the care of 
his rich grandfather. - SHANE 
SIVELL 


Cranky Kong is definitely the original 
Donkey Kong and Donkey Kong is DK 
Jr., making Cranky the dad. - JEFF 
PETERSON 


Now, we mustn't forget (despite what 
Nintendo now says) that Cranky is the 
original Donkey Kong from the arcade 
games. When Donkey Kong Country 
came out on SNES, that was his claim 
to fame and the reason he gave the 
current DK gruff. He was raised on the 
mean, red I-beams of '80s arcade 
cabinets while DK was a pampered, CG 
musclehead. Whatever his backstory is 
now, it pales in comparison! 

- ROBERT MARRUJO 


I think Cranky Kong would be Donkey 
Kong's father. The original Donkey 
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5% than 
— preiar 
"около yin before ick 
Sosa 


{Don KON COLNE CONEY KONGCOMTE 20007 KONG uet ес 
(5 KONGS DOUR SE DONKEY RONGOA 


WHO'S YOUR DADDY? 


WOULDN'T BE CAUGHT DEAD, HUH? 


Kong had Cranky Kong as the main 
antagonist, with Donkey Kong Jr. 
appearing shortly afterward. Junior 
grew up to be the Donkey Kong we 
know today, but the current Donkey 
Kong and DK Jr. both appeared in 
Mario Tennis for the 64. That Junior 
became Diddy Kong, the current DK's 
nephew, which could possibly place 
Mario Tennis before Donkey Kong 
Country. - ALEXANDER BODINE 


What most people don't realize is that 
Cranky Kong is actually Donkey Kong's 
war-grizzled uncle. Uncle Cranky is a 
veteran of the Great Banana War of 
'73, where he earned a Mango of 
Honor for his bravery in the Battle of 
Pineapple Bay. - JOSH BECK 

OK, this is our new favorite theory. 


I think Cranky Kong is DK's father. 
Why? | think that way because lots of 
references (such as Donkey launching 
Diddy before getting hit with the beam 
that turned him into a trophy in Super 
Smash Bros. Brawl's Subspace 
Emissary mode) say that Diddy is DK's 
son or nephew. So, Diddy is Cranky's 
grandson and vice versa. 

- MARIOMAN311 


Cranky is the original DK, and today's 
DK used to be DK Jr. - KEN 
ONDRACEK 


GET IN TOUCH! 


Have a question? Need to change your subscription's 
address? Want to submit a letter to the NF Inbox? 
Use the "Get in Touch!" box at NFMagazine.com! 


You guys are all looking at this whole 
thing wrong. Cranky Kong is obviously 
not his dad/grandfather. Many 
theories suggest that he's the original 
DK, from the arcade games, but I also 
believe that to be false. The answer, 
quite clearly, is this: Cranky Kong and 
Donkey Kong are the same ape. DK 
uses his Bananamana Time Machine" 
to transport himself to the beginning 
of each game that he's in! After a few 
decades, he grows old, into CK. It's 
then he realizes that he is the old ape 
he's been hanging with for the past 
40-odd years. When that time comes, 
he goes back into his own past and 
lives a second life as Cranky! It's 
elementary. - BRYAN PAUL WALLIS 


Rare made Cranky Kong, so I feel what 
they say is the most legit, canonically. 
According to the Rare Scribes, "As far 
as | know, 'our' DK is the son of 
Cranky, which does indeed make him 
the original DK Jr. all grown up: so if 
you see Cranky referred to as DK's 
granddad anywhere, just cover your 
eyes and hum loudly until it goes 
away." - SAMUEL WALDON 
BENNETT 

Everyone, start humming. 


| think Cranky Kong is Donkey 
Kong's father since Donkey 
Kong looks like the Donkey 
Kong in the original Donkey 
Kong, and it makes sense. 

- CAMERON SCHAEFER 


| always believed Cranky was 
DK's dad, but I think the original 
Donkey Kong Country's manual 
said something about him being 
his grandfather . . . there really 
should be a Donkey Kong 
Historia to clarify this. - CHRIS 
HINTCH 

Great idea for a new book project! 


Facebook.com/NintendoForce 


@NintendoForce on Twitter 


С] YouTube.com/NFMagazine 


СОМІСВКЕАК 


2; 
< Monkey ол My Back 


WHATS WITH ALL. 
THESE LEAFY TREES AND 
SHRUBS...> 


GET А МомЕ-ом, 
SONNY! I CANT SIT UP 
HERE ALL DAY WAITIN’ 

ON YER 51.0 KEESTERZ 


BY MATTHEW TARANTO 
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SONIC'S EXTREME MAKEOVER 


The old hedgehog gets a new look for Sonic Boom, coming exclusively to Wii U and 3DS. 


SEGA RECENTLY HELD a press con- 
ference in New York City to announce 
Sonic Boom, a new offshoot of the 
Sonic the Hedgehog franchise which 
will encompass merchandising, a 
Cartoon Network television show with 
52 standalone 11-minute episodes and 
the third and final Nintendo-exclusive 
Sonic game in the companies' partner- 
ship. 

The Sonic Boom video game is 
being developed with CryEngine 3 for 
the Wii U by Big Red Button 
Entertainment (featuring talent 
formerly of Naughty Dog), with 
Sanzaru Games handling the Nintendo 
3DS version. It will serve as a prequel 
to the mixed comedy/drama cartoon 
show and feature the quartet of the 
speedy Sonic, the mechanical genius 
Tails, the much bigger and burlier 
Knuckles and the agile archaeologist 
Amy Rose as they set out to thwart Dr. 
Ivo "Eggman" Robotnik's evil plans. 

Sonic and his friends won't just be 
standing around as one of the team 
takes part in the action this time 
around - one player will be able to 
switch between different characters to 
take advantage of each one's unique 
abilities, while two players can join up 
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to work cooperatively in local multi- 
player. And there will be a four-player 
mode available as well, letting 
everyone in on the action! 

In addition to the skills you've come 
to know them for (well, mostly — 
there's been no sign of Knuckles being 
able to glide, but he can burrow), 
they're each also equipped with a tool 
called the EnerBeam. With this whip- 
like beam of energy, the heroes can 
speed along rails, disarm shielded 
enemies and solve different puzzles 

Though Sonic has seen numerous 
spin-offs over the years, Sonic Boom 
would probably be considered one of 
the most drastic departures from the 
norm (tied with Sonic Underground, 
where Prince Sonic and his two royal 
siblings were part of a traveling rock 
band). The biggest reason for this 
would be Bob Rafei's (Uncharted, Jak 
and Daxter) new redesigns for the 
leading characters: Sonic has blue 
arms and a scarf, Tails dons goggles 
and a tool belt and Amy has swapped 
out her skirt for something more 
athletic. But Knuckles claims the 
biggest change of all - literally – as he 
now stands a good head taller than 
Sonic and sports a buff new physique. 


Oh, and there's plenty of athletic 
tape all around. "The athletic tape 
hints at a team that is ready for any 
action — it is about practicality rather 
than vanity," Rafei notes. 

Sonic Boom has been designed 
from the ground up with a Western 
audience in mind, and it's been con- 
firmed that neither the game nor 
cartoon will be released in Japan. But 
those who can't wrap their heads 
around this new version of the Blue 
Blur needn't worry, as Sega has stated 
that the modern Sonic fans know and 
love will continue to be developed in 
parallel with Sonic Boom. 


"Though the new 
designs are a little jarring 
(and apparently easily 
parodied on the 
Internet), l'm enjoying 
how this new iteration of 
Sonic looks, and | can't 
wait to see more. In fact, 
knowing that modern 
Sonic willstillbe — ..— 
"d k 
around only makes 
me more excited / 
to see where this © 


(“ух”) 
goes" - DAVID | Wa 
E 


MIKE TYsoN's WORST NIGHTMARE 


Nintendos original fighting character, Little Mac, brings the Punch-Out!! 


series into Super Smash Bros.’ stable of represented franchises. (Finally.) 


ITS ONLY LOGICAL. He's a boxer, after all. One of only a very few of these Nintendo mascot characters 


who actual 
dreamed u 


y did any honest-to-goodness fighting before the first Super Smash Bros. game was even 
p. He must have been considered as a candidate for the playable roster in that first game for 


the N64. In Melee, for the GameCube? He had to be on the list of possibilities. In Brawl we can know for 


sure that h 
battle — bu 


premiere fi 


Though 
unique tha 


e was, since he did make the cut as an Assist Trophy character who could be summoned into 

t now, finally, Nintendo's original fighting character, Little Mac, is playable in the company's 
ghting franchise. 

it's taken a while for him to appear, the wait has resulted in a Mac whose playstyle is more 

n it would have been if he'd been a part of Smash from the start. He's arriving in the Wii U and 


3DS seque 


percentage. The meter fills over time as he fights - perhaps by him dishing out damage, or perhaps by him 
taking a beating — and when it's filled, Mac can unleash the new most powerful attack in the 
entire series, a guaranteed one-hit K.O. punch. That power comes with some drawbacks, 


though, as 


He could have been in from the beginning. Now, 15 years later, he's finally made the cut. 


s with his own signature mechanic, a power meter that appears on-screen next to his health 


Mac's aerial game is weak and his recovery ability is shallow too. 


ВВ 86! 
UPDATE ` 


ANIMAL HOUSE 


It’s starting to look like a zoo in here. 


IN ADDITION TO the announcement of Little Mac as 
a newcomer, two more veterans from Brawl have 
been confirmed to return: Lucario and Diddy Kong. 
Some fans had questioned whether Lucario would 
have enough staying power to remain on the roster, 
but new gameplay tweaks to his Aura abilities will 
make him a more distinctive fighter than before (and 
Pokémon X & Y gave him renewed relevance). Diddy, 
meanwhile, has been upgraded with extra-stretchy 
arms. Perhaps Dhalsim’s been giving him lessons? 
More new Stages and items have been showcased 
as well, but the biggest recent game-changer was the 
reveal of the Poltergust as Luigi’s new Final Smash 
attack. If he’s getting a change that significant, the 
door’s open for major upgrades to other veterans too! 


“Its about time the Luigi's Mansion 


games got some recognition in Luigi's 


Smash abilities. | thought it was odd 
when Brawl gave F.LU.D.D. to Mario, 
but didn't let the other Bro wield his own 
unique backpack weapon.” - LUCAS 
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) A REAL POWER WHEEL 


Jakks Pacific teams with Nintendo to create the new best gift 
ever for toddlers (and probably some adults, too). 


FOR MOST OF us, this will come a couple of decades too late, but Jakks Pacific has just introduced an actual, 
rideable Mario Kart! The kart (styled to look like the Standard Kart from Mario Kart 7) weighs in at 40 pounds 
and costs $200. It's currently in stock and exclusive to Toys Я Us, but it's only being offered online so far. The 
6V vehicle makes sounds from the game and comes with both on- and off-road tires! It can move forward 
and in reverse, and has actual pedals to operate it (but no word yet on whether it has a kite attachment 
to enable flight mode, or anti-gravitational boosters to ride upside-down). It does have a pedal for 
braking, but there probably won't be much use for that, since its maximum speed is only 2.5 
miles per hour. (I'm sure people are looking to mod this kart for real speed and even racing, 
but naturally that's not recommended by the manufacturer.) Looking for red shells or 
\ banana peels? It comes with none, but you could always grab some of those plushes from 
NY ) {Пе past years to replicate {Пе experience. Anyone else wish they меге а kid again? 
N 


[mz wEEZAS- «fins Aw 


TIME TO RELAX WITH SNORLAX „а 


Perhaps the most appropriate “pillow pet” ever made. гах 


WHY А SNORLAX pillow wasn't already made years ago, ІІ never know (especially with the Pillow Pet craze 
sweeping the nation), but Banpresto has rectified the situation. Coming in June to Japan only (so far), this two- 
pound pillow measures around 19 x 34 cm (or about 8 x 13 inches). That's a lot of fluff! Due to the heft of the 
snoozy Pokémon, shipping outside of Japan might be a bit monstrous. It's just nice to know the giant won't block 
your path to dream land! | suspect that these will appear at the Nintendo World Store in New York, where 
several Japan-only items reside. Let's just hope Banpresto sees fit to release this worldwide, as I'm sure many 
fans would love a chance to take a nap with the Kanto Region's most notorious slumbering beast. 


THE CAST OF CATS 


Meow meow! Super Mario 3D World inspires 
this newest set of plush toys. 


AS SOON AS | saw that the Cat Suit was Mario and the gang's newest ability in Super 
Mario 3D World, | knew that the plush creators of Japan would go nuts - and sure 

enough, it didn't take long for San-ei to announce Mario, Luigi, Peach and Toad plushes 

powered up into their feline forms. Each one comes in a small size (which tends to be E E L TH E U RA 
around 7 inches), and Mario and Luigi also come in medium as well (around 15 inches). о 5 5 
The first set will go on sale this April. San-ei also recently announced a Cat Mario Lucario joins the Figuarts lineup. 
hand puppet, as well as yet another version of the foursome that will come 
equipped with magnets - allowing them to cling to metallic surfaces with 
their "claws" – which should arrive in June.) With all these kitties running 
around, it'd be easy ignore Nabbit — but the thieving rabbit was also 
announced with the first set, and he’ll come in the small size in April too. 


THE ANNOUNCEMENT OF this figure came just before 
Lucario’s confirmation for the next Smash Bros., so Bandai got 
lucky as now he will be even more coveted. Bandai has ditched its 
"D-Arts" line and replaced it with what they call the S.H. Figuarts 
line, having Lucario be the first Pokémon to kick it off. He stands 5 
inches tall, comes with an Aura Sphere and, judging from the 
photos released, has great articulation for posing. 
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Рог more cool collectibles and information 
on how to order from import shops, visit 
The Video Game Memorabilia gun 
at http://www.videogamemm.com 


SLIME SLAYER | 
Diehard Dragon Quest fans 


can now wield a life-sized 


Sword of Erdrick. 


A LEGENDARY SWORD draws near! 
Square Enix has made the sword that was 
once only found through questing deep 
into Charlock Castle available to everyone 
in Japan. (For a price.) This June, if you 
have around $160 and a penchant for 
alarming shipping rates, Erdrick's Sword 
could be yours too. Measuring 3 feet long, 
this sword is life-sized and should really 
never be wielded. (Otherwise a great evil 
might envelope the land, and you'd have to 
be the one to save it.) 


Э OFFICE @ 
ASSISTANTS 
Tiny Pikmin that hold your stuff! 


SAN-EI HAS GONE Pikmin crazy, having released 
several plushes as well as these fantastically brilliant 
little figures. They’re designed to hold various things on 
the little pegs on their arms. They come in the three 
original flavors of blue, red and yellow, and each set has 
a leaf, bud and flower variety. They can hold paper, 
smartphones, food or anything else that you want the 
little guys to cart off to Olimar's ship. These sets would 
be ideal for creating your own realistic Pikmin scene, 
and come with transparent bases to keep them upright. 
They're out now in Japan, but unlikely to travel West. 


SUPER MARIO'S SUPER FIGURE 


Figuarts produces, perhaps, the finest Mario toy of all time. 


WHEN BANDAI TEASED on their Facebook page that they'd nabbed the Mario license, it defi- 
nitely turned a few heads - but not as many as when they revealed the first figure. The S.H. 
Figuarts Mario figure ("S" signifying "Simple Style," and "H" meaning "Heroic Action") will be the 
most articulated Mario figure ever released, which is a very exciting prospect considering that two 
playsets will launch alongside him. Set A comes with enough stands to make floating blocks and 
question blocks, and also includes a Goomba and a coin. Set B includes pipes, a green shell, and 
another Goomba. At the Nuremburg Toy Fair and again at New York's Toy Fair, multiple sets were 
combined for a drool-worthy super-sized scene that would entice any Mario fan to buy. The figure 
and playsets will release in May in Japan. Bluefin Tamashii Nations will handle the inevitable 
Western release, and it will most likely appear around Summer in America. It's also priced at 
#2000 in Japan, which is around $20 — much cheaper than most others in the S.H. Figuarts line. 


ULTRA DETAIL EXPANDS 


Medicom presents a second series of Nintendo nostalgia. 


MEDICOM TOY'S FIRST set of Ultra Detail figures was a smash hit with collec- 
tors, and now they're doing a second. Continuing the Mario line, this set will mix 
modern with retro and feature Mario and Luigi as they appeared in 1983's Mario 
Bros. arcade game, 199Г5 version of Yoshi, a modern Fiery Mario and Baby Yoshis 
from New Super Mario Bros. U and Luigi from Luigi's Mansion: Dark Moon. These 
figures should be great at illustrating how the characters' styles have been shaped 
and molded over the years, and they'll go on sale in late September in Japan. 
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Expanding our Business 
in a new Blue Ocean 


= Papiroa hes 
* 
(Nintendo) 
4 NC tegrati 


mobile 


First Step in Improving QOL 
Health 


QOL-Improving 
Platform 


First Step 2 


wearable 
Health 


Further Promote Expansion 
of our User Base 


QOL-Improving 
Platform (2015-) 


Expansion of the 
Fit Population 


QOL-Improving Platform 


Developing New Themes 


DR. NINTENDO? 


The Big N aims to improve your health with a new 


platform focused on your "quality of life." 


NINTENDO HASN'T ALWAYS been about video games. The company, founded in 
1889, originally produced hanafuda playing cards, then went on to also dabble in such 
businesses as taxi services, food and even a television network (a precursor to Nintendo 
Video?) before moving into the Japanese toy industry and eventually games, which, of 
course, paved the way for their entry into the video game market in 1974. With that in 
mind, perhaps it should come as little surprise that Nintendo is once again looking to 
diversify its business portfolio in light of the Wii U's difficulties at retail. 
During a recent investor's meeting, company president Satoru Iwata 
stated that "as the business environment around us has shifted 
with the times, we have decided to redefine entertainment as 
something that improves people's quality of life (0017) in 
enjoyable ways and expand our business areas." As such, 
the company will attempt to establish a new platform 
business that will improve QOL for people in "enjoyable ways." 
The full scope of this plan has yet to be revealed, but Iwata 
noted that they are interested in focusing on health as the 
first step, and leveraging their experience in entertainment to 
provide a unique experience and further expand their overall 
user base. 
"We will continue to value self-innovation in line with the 
times and aim for growth," Iwata said. 


"|wata notes that QOL will be in addition 
to Nintendo's video game business, rather 
than replacing it. To me, it sounds like 


expanding on what theyve already delved 
into with the likes of Wii Fit” - DAVID 


Mario Kart 8 is 


coming out soon! 
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DISCONNECTED 


Nintendo announces that Wi-Fi Connection 
service will be discontinued soon. 


ON MAY 20, 2014, Nintendo will terminate the Wi-Fi Connection 
- the service that facilitates online play, matchmaking and leader- 
boards for most Wii and DS games. Over 70 Wii and DS games will 
lose their online features, including Super Smash Bros. Brawl, 
Mario Kart Wii, Mario Kart DS, Metroid Prime: Hunters and 
Pokémon Black & White. You can read a full list of games that will 
be affected by these changes on Nintendo's official website. 

In a statement released by Nintendo, "Other online functional- 
ity, such as access to the Wii Shop Channel, the Nintendo DSi Shop 
and video-on-demand services, are not affected at this time." 

It should be noted that online services for Nintendo's last gen- 
eration devices were handled by GameSpy Technologies, and they 
were later purchased by Glu Mobile in 2012. It's very possible that 
Nintendo and Glu Mobile couldn't reach an agreement before 
their current deal expired. 3DS and Wii U online services are 
handled by Nintendo internally, so they will not be affected by the 
termination of the Wi-Fi Connection. 

In related news, the Nintendo Video Service will be shut down 
in Australia and Japan on March 31, 2014. 


"This is why local 
multiplayer shouldn't be 
abandoned by developers 
or taken for granted by 
gamers." - EMILY 


Unyeah... 


We won't be able to play 


mm old Karts online any more. 


GAME FORECAST 


А quick look at the biggest games coming in the months ahead. 


IT'S BEEN OVER a year since Nintendo President Satoru Iwata announced that Game Boy Advance titles would 
be joining the Wii U Virtual Console lineup, and now they're finally beginning to go on sale in the Wii U eShop. 
The rollout of the first eight games will happen throughout April, and they'll cost either $6.99 or $799 apiece. 


APRIL 3 


APRIL 10 APRIL 17 


ALSO SCHEDULED TO finally arrive in the Wii U eShop 
in April is the NES masterpiece Super Mario Bros. 3 – 
though it took so long in arriving that it's now a bit odd to 
see it in the middle of a bunch of GBA games. Does that 
mean we're not going to get the GBA's enhanced remake, 
Super Mario Advance 4: Super Mario Bros. 3? 


WE HAD PLANNED to have a final review of Yacht Club Games’ 
debut adventure here in this issue, as the game was given a March 
SHOY EL. release date when we last checked in on it. Our Issue #7 cover star 
won't be ready to embark on his journey until closer to the launch of 
KN IGHT our Issue #9, though, as the Yacht Club made a late decision to hold 
the helmeted hero back for a final few weeks of ShovelBlade sharp- 
ening. Here’s hoping the quest begins in April or early May. 


ON THE OPPOSITE end of the spectrum, we already ran 
our review of this upcoming Kirby sequel in our last issue 
— before we even knew what its American release date 
would be. But now we do! We thought it was incredible, so 
you should feel fully confident in putting your money down 
for Kirby: Triple Deluxe when it goes on sale on May 2. 


THE BIG №5 going to be doubly kind to 305 owners on that same 
date, too, as May 2 will also be the day that you'll be able to head out 


WORLD TOUR i to the greens with Mario once again. We'll have our full review of 


Mario Golf: World Tour in our next issue, #9. 


FINALLY, OUR REVIEW Гог Mario Kart 8 will also реа 
major part of our next issue - but as it's the cover game 
for this issue, you're in for a whole lot of Mario Kart love 


right here. Don't miss our mega-sized history of the series 
feature called The Road to Mario Kart 8, which starts on 
Page 37. It's just the beginning of our Kart celebration! 


ees. 
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CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


There аге 14 weeks separating Donkey Kong Country: Tropical 


Freeze from Mario Kart 8 in Nintendo's Wii U release schedule 
— but there are 14 new and notable Wii U eShop titles launching over that same 
span. We're previewing them all here, as together, they аге... 


ARMILLO 


ARMILLO IS A 3D puzzle-platformer about an orange space armadillo who 
explores spherical worlds in a quest to rescue his blue critter friends from the 
evil Darkbots. You'll quickly notice that the gameplay mechanics are a mixed 
blend of Super Monkey Ball, Sonic the Hedgehog and Bomberman (with some 
Super Mario Galaxy thrown in there too, thanks to the intergalactic theme). 

Each world offers a healthy variety of platforming, puzzle solving, explora- 
tion and shooting. Power-ups are scattered throughout the game to help 
Armillo break through barriers and defeat enemies. For example, collecting a 
box of dynamite will blast our roly-poly hero through any walls that may stand 
in his way. 

There are a variety of planets to explore that offer snow, volcano and desert 
settings. Each world brings new ideas, mechanics and challenges to keep things 
fresh and interesting. Fuzzy Wuzzy Games says traditional controls are the best 
way to play the game, but optional tilt controls will still be offered for those 
seeking an additional challenge. Wii U Pro Controller support and Miiverse inte- 
gration are also planned for the Wii U release. 

Armillo is one of the many Wii U games designed with the Unity engine, and 
it will be exclusive to the Wii U for the first three or four months following its 
release. You can expect to start rolling through the galaxy this May! - EMILY 
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TESLAGRAD 


TESLAGRAD IS A 2D puzzle-platformer about a little boy who sets off to 
explore a mysteriously abandoned building called the Tesla Tower. Inside, he 
uses electricity and magnetism to solve the puzzles he encounters — while dis- 
covering the secrets of the skyscraping structure throughout his journey. 

Outside the tower's walls, the game's setting is a steampunk vision of an old 
Russia-inspired world where a ruthless king reigns on high. The story is pre- 
sented through visuals like body movements and facial expressions, rather than 
huge walls of text and dialogue. The incredible hand-drawn artwork and beauti- 
ful animation makes everything feel like an interactive cartoon. 

The Wii U version of Teslagrad will support Off-TV Play if you'd prefer to 
quest through this magnetic world solely on the GamePad screen. If you'd 
prefer playing on your super-sized HDTV, though, the GamePad will offer a map 
and other unique Wii U features involving the touch screen. 

The PC release of Teslagrad was well received critically, and that should give 
Nintendo fans even more reason to be excited about this new console port. 
There are many big Wii U indie games on the horizon - you're about to read 
about a dozen more - but Teslagrad should be on the top of everyone's eShop 
wishlist. Wii U owners can expect to enter the Tesla Tower before the end of 
Spring. - EMILY 


“BRIDGING THE GAP" ILLUSTRATION BY LINDSEY LAYNE KING 


NIHILUMBRA 


NIHILUMBRA TELLS THE tale of Born, a being who's been created out of the 
darkness and is cursed to one day return to it. This bleak force of absolute 
nothingness is known as "The Void," and it's one of the most oppressive, intimi- 
dating foes gamers have ever had to reckon with. As they're separated, The 
Void follows Born through Nihilumbra's environments, constantly stalking him 
and slowly swallowing up every path he's passed through. It's intensely creepy. 

The story is told by a narrator, who constantly adds to the despair of Born's 
situation by questioning his actions and motivation. He'll also give you small 
hints to help move you along, though, and will help you to discover the tale's 
true ending. 

To stop The Void from getting Born back, there's a lot of thinking required - 
you'll have to use special abilities to alter the physics of the ground ahead by 
drawing on the touch screen. A good example of this is the green power-up, 
which will make everything bouncy, giving you a way to spring up and reach 
higher platforms. You're steadily introduced to new alterations as you continue 
to avoid The Void, and each one adds to the excitement of the experience. 

Nihilumbra's Wii U version will also include a two-player mode in which one 
person uses the GamePad to unleash Born's abilities, while the other wields a 
Wiimote to direct his movements. It should be the ultimate edition! - DAAN 


CHILD OF LIGHT 


YEARS AGO, IF someone had said Ubisoft would get into publishing JRPGs, it 
would have been a pretty crazy thought. But here we are with Child of Light, 
which Wii U owners will be able to experience later this year. 

The heroine, Aurora, looks like one of the most unique aspects of the game. 
After waking up on a lost continent, she embarks on a journey to recover 
missing constellations. A large portion of the narrative will deal with Aurora 
growing up, and - since this is a JRPG - leveling up. Aurora also has an adorable 
Navi-like fairy helper to add to the game's charm. 

The game's unique presentation ramps up from there, including poetic 
dialogue and a beautiful visual style that mixes both 2D and 3D elements. Child 
of Light looks like a painting in motion. 

Although many elements of the game play out like a typical turn-based 
JRPG, a new "time bar" makes combat more hectic, as players can dismantle 
other character's turns, and vice versa. There will also be puzzles to solve and a 
fully featured world to explore. 

Child of Light looks beautiful, and it's great to see it coming to the Wii U. If 
enough people support it, hopefully Ubisoft will change their tune and start 
putting out more games on Nintendo's console. (We'd love to see South Park: 
The Stick of Truth, another RPG, in particular.) - CHRIS 
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SQUIDS ODYSSEY 


A UNIQUE MIX of various elements from the RPG, action and strategy genres 
comes together to form Squids Odyssey. In the game, you'll team up with a set 
of cephalopod heroes to battle back against a mysterious black ooze that's cor- 
rupting their world. (Ironic, since squids themselves shoot out black ink.) The 
team will travel through various lush underwater settings on their journey, pro- 
tecting each environment from the encroaching pollution. 

To do this, you'll need to make use of four different character classes. There 
are shooters, scouts, troopers and healers, all of which come with their own set 
of shiny abilities. To make the best use of your attacks, you'll need learn to fling 
to your opponents with the proper skills. If you're good at getting your timing 
right, you'll be rewarded by crushing your foes quickly. Building up your charac- 
ters is, however, also important, and you do this by collecting the various hats. 
(Yes, squids in hats. You can't save the world without a sense of style, after all.) 
The hats give your party special boosts. (And they look good.) 

Squids Odyssey is a compilation at its core, combining the campaigns of the 
original Squids and its sequel, Squids Wild West – but there's an all-new, third 
adventure here too. And Nintendo systems have never hosted any of them 
before, so it's all new to us! The Wii U eShop edition is being called its best 
version by its developers, and we'll get to see for ourselves soon. - DAAN 


ASSAULT ANDROID CACTUS 


ALTHOUGH IT FEATURES one of the more "out there" naming conventions 
I’ve seen in recent years, Assault Android Cactus actually has a simple goal: to 
blow up as much stuff as possible. You'll choose from a collection of playable 
Androids (one of which is named Cactus), who all have a variety of different 
weapons at their disposal, such as flamethrowers and machine guns. 

By way of a twin-stick setup, you'll be able to run and gun just like the olden 
days of Smash TV - but with a little more strategic nuance. Firstly, the life 
meter mechanic in Cactus is wonderfully designed, as it centers around collect- 
ing "batteries" — power-ups that can be picked up to replenish your health. 

Although death will drop your meter on its own, your life will constantly tick 
down regardless of your actions, forcing you to fight aggressively and to not 
just turtle in a corner. When combined with other design choices like instant 
weapon switching when your sub-weapon ammo runs dry, the tension of the 
draining meter ensures that you're always having fun. Cactus also boasts some 
intense boss battles that feature elements of "bullet curtain" shoot 'em ups. 

It helps that there's tons of unlockable content planned, as well as full local 
co-op support, Off-TV Play and Classic Controller, Pro Controller and Wii Remote 
* Nunchuk support, all of which help make Assault Android Cactus an appealing 
eShop release. - CHRIS 
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WOODEN SEN'SEY 
FOLLOWING THE ADVENTURES of an axe-wielding village chief named 
Goro, Wooden Sen'SeY is a quirky action-platformer from tiny two-man indie 
developer Upper Byte. Set in a universe dubbed "Japan Steam Rock" by the 
French studio, Wooden Sen'SeY builds on traditional platform game tropes with 
contemporary twists. Goro can utilize his handy hatchet skills both to battle 
enemies and grapple up the environment, allowing the bulky bruiser a surpris- 
ing amount of maneuverability as he traverses each stage. Movement skills our 
hack 'n’ slash hero will definitely need, as Wooden Sen'SeY features nine unique 
environments, ranging from lush fields and sunset cliffs to dark caverns and 
even underwater (piloting a submarine, naturally). With the utilization of bombs 
and shuriken as well as his signature axe, Goro's combat versatility will be put 
to good use against the game's wide range of challenging enemies. Abilities are 
introduced gradually to avoid overwhelming the player, but the simple base 
controls should prove inviting for even inexperienced platformer players. 

Not to say the game is easy – Upper Byte's team of two has provided a sig- 
nificant challenge with Wooden Sen'SeY, one that fans of retro action games will 
no doubt appreciate. Wooden Sen'SeY released late last year on Steam to a 
fairly positive reception, so the game will definitely be a title to keep an eye on 
when it's released into the Wii U eShop. - ROBERT 


MONKEY PIRATES 


NEVER HAVE TWO words meshed together so perfectly as "monkey" and 
"pirates" — it's an undeniable formula for success, one that France-based 
Henchmen Studios is tapping for its simian naval simulator in the Wii U eShop. 

The player takes on the role of one of the game's Monkey Captains, leading 
their flotilla of primate pirates to plunder the precious potassium (okay, specifi- 
cally it's bananas, but that would ruin the alliteration!) of the world's hapless 
freighters. Of course, they won't be handing over their fruit without a fight, so 
it's up to the player to outsail, outwit and outgun their opponents across four 
diverse ocean environments (Arctic, Caribbean, Egypt and China, apparently 
well known for their banana transit), each comprised of several different 
arenas. Each stage is filled with icebergs, volcanoes, storms and a slew of other 
obstacles intent on keeping even the most composed pirate from their booty, as 
well as multiple power-ups and bonus items. 

Monkey Pirates can be played on either the TV or the GamePad using Off-TV 
Play, and it also features a multiplayer mode for you and your friends to use to 
duke it out on the high seas as a bunch of scurvy simians. If nautical monkey 
battling sounds like your idea of a good time (and, let's face it, that should 
apply to everyone), Monkey Pirates may be just the game you've been waiting 
for. - ROBERT 
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Q.U.B.E.: DIRECTOR'S CUT 


*Q.U.B.E." IS A shorter way to say "Quick Understanding of Block Extrusion," 
and it's also a cerebrally challenging puzzle title from UK-based Toxic Games 
that's coming to the Wii U eShop this April. Using a pair of high tech gloves 
(sadly not based on the NES Power Glove, although we live in hope of some 
form of reference in the final product!), the player is tasked with manipulating 
numerous colored blocks in the environment to solve a series of increasingly 
more head-scratching conundrums. 

Half Portal, half Pushmo, the game sees challengers tackling large 3D 
jigsaws, moving on to taxing physics-based challenges and even manipulating 
the environment to overcome platforming obstacle courses, each presented 
from a first-person perspective against a slick, sterile backdrop. Featuring both 
achievements and competitive leaderboards, Q.U.B.E. is undoubtedly enticing to 
the completionists out there, but its simple premise partnered with an impres- 
sive standard of puzzle design ingenuity should appeal to any Wii U owner 
looking to flex their intellectual muscles. 

Q.U.B.E was originally released for PCs in early 2012, and this retooled 
Director's Cut should feel right at home in the eShop as a smart, inventive 
puzzler that challenges even the most experienced puzzle solver. (Let's just 
hope for that Power Glove Easter Egg!) - ROBERT 


FORCED 


IF THE IDEA of working as part of a team isn't bringing up flashbacks of 
friendships destroyed over Super Mario 3D World's Cannon Block, Forced may 
be the next cooperative title for you. Dubbed a "cooperative tactical arena RPG" 
by the developers at BetaDwarf, Forced is an arcade-style fracas for one to four 
players that tells the tale of slaves compelled to compete in highly challenging, 
deadly gladiatorial combat while vying for freedom from their captors. 

Far from mindless combat, each trial is part battle, part obstacle course and 
part puzzle - each stage in the campaign requires both intellect and reflexes, 
not to mention a hefty amount of teamwork. Players can select from four 
magic-imbued weapons, each offering a different play style, and unlock 
numerous skills and abilities as they progress by collecting crytals - a pseudo- 
RPG system that seems like the love child of Gauntlet and Final Fantasy. More 
crystals are earned for completing specific challenges or finishing a stage 
within a certain time, lending challenge and replayability to Forced. 

To further complicate the proceedings, the team is also tasked with utilizing 
their spirit mentor Balfus to overcome puzzles, aligning him with environmental 
structures needed to progress. Deep combat and cooperative collusion are the 
order of the day, and those looking to tackle Forced's brutal challenges would 
do well to bring some reliable friends along. - ROBERT 
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1001 SPIKES 


WHEN IT COMES to classic genres with old-school visuals, Nicalis is the 
eShop king. This publisher loves to tackle games that scream out to the retro 
gamer, and 1001 Spikes is no different. If you're into punishing platforming 
that'll have sweat dripping from your brow and controllers hurtling toward the 
walls, 1001 Spikes is going to be right up your alley. 

The "1001" isn't just in the title for show, you know, as that's how many lives 
you have to tackle the game's many challenges. Sometimes you'll have to dance 
your way around spikes, while other rooms require dodging of flying darts, lava 
bursts and more. 1001 lives may sound like a lot, but this game is out to drain 
your reserves as quickly as possible. Look before you leap, learn before you 
venture forth and always be prepared for a surprise! 

Thankfully, you'll have some tricks of your own to surmount the task ahead. 
1001 Spikes lets you choose from a number of characters that all play differ- 
ently, including cameos from other indie games like the BIT.TRIP series. Finding 
the character that works for you is key, as some provide pure speed, while 
others offer an extremely helpful double-jump. 

You can even have three friends tag along for support in local multiplayer, 
but something tells me that having more characters on the screen at once 
would be more of a hindrance than help! - KEVIN C. 


ART OF BALANCE 


IN FEBRUARY, DEVELOPER Shin'en Multimedia revealed that Art of Balance 
would make the jump to Wii U. This is fantastic news, as the physics-based 
puzzler is one of the best games available for the 3DS eShop. 

With the transition to Nintendo's home console, Art of Balance will feature 
online leaderboards as well as online multiplayer - the Internet matches chal- 
enge two players to compete and see who can solve the puzzles faster. But 
there are also local multiplayer games, like Tower Tumble, in which four people 
battle against one another. Each person drops a stone, and the user who 
crashes the construction loses. 

While the new Wii U version contains all of the same levels from the previous 
handheld release, Shin'en is throwing in 
extra bells and whistles to make the 
package more attractive. Along with 
Off-TV Play, this Art of Balance boasts 
HD visuals and more realistic physics. 

Shin'en says that Art of Balance will 
be released into the eShop soon, so the 
wait won't be much longer for Wii U 
owners wanting to get zen. - EVAN 


|... || 


SCRAM KITTY AND HIS 
BUDDY ON RAILS 


IT'S EVERY CAT owner's biggest fear: you receive a video message from your 
beloved pet, tipping you off that the planet's felines have been trapped in a 
secret orbiting laboratory in the cold reaches of space! (That . . . is every cat 
owner's biggest fear, right?) 

Dakko Dakko's energetic Scram Kitty and his Buddy on Rails is every bit as 
frenetic as it sounds, charging players with shredding on their anti-grav spin- 
board to battle a hyper-intelligent horde of mutated rodents and rescue the 
world's missing cats. If that doesn't sound to you like the best synopsis of a 
game ever, seek help — Scram Kitty is shaping up to be one of our most antici- 
pated indie titles hitting the eShop this year, mixing unique elements with tried 
and tested shooter mechanics to provide a fresh, surprising experience. The 
game is played similarly to a top-down shooter, but rather than mindlessly pro- 
gressing from the bottom of the screen, the player clings to the walls of the 
stages, traversing a full 360 degrees and leaping from wall to wall while 
avoiding obstacles and enemies (and painting the stage in colorful laser fire, 
naturally). It has to be seen to be believed, but Scram Kitty is just as insane as it 
Sounds — and we can't wait for it. - ROBERT 


BLOK DROPU 


THE FIRST GAME built on Wii U utilizing the Nintendo Web Framework, Blok 
Drop U tasks players with ensuring that a small red square lands safely on the 
ground - but that's not as simple as it sounds. 

By tapping gray blocks and making them disappear, players must plan ahead 
in this physics-based puzzler so their friendly red square doesn't fall into a trap 
or chasm. Developer RCMADIAX - a one-man studio based in Pittsburgh - has 
dished out 30 challenges in the eShop title, with promises of more levels to 
come through free DLC updates. 

Blok Drop U focuses entirely on the GamePad for controls, with players 
touching blocks to interact with the world. As such, Off-TV Play works like a 

charm. And as for presentation, the 
game sports a minimalist approach with 
shades of gray on top of blacks and 
whites, with a few splashes of red and 
orange to add some pop. 

The block-tapping action of Blok Drop 
U is available in the eShop now, priced at 
just $1.99. We'll have a full review for you 
in our next issue! - EVAN 
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PROGRESS REPORT 


RENEGADE 


The makers of Mutant Mudds have been busy since Max and his 
Grannie last saved the world. Time to check in on how the studio’s 
next several projects are coming along. 


WHEN NF MAGAZINE was first 
getting started, the developers at 
Renegade Kid just happened to be 
making a bunch of new game 
announcements month after month 
after month - our first three issues 
ended up all featuring interviews with 
the company’s director, Jools 
Watsham, to get the details on Mutant 
Mudds Deluxe, Cult County and 
Treasurenauts, respectively. Now, it’s 
been nearly a year since we last 
checked in with the Texas-based team, 
and a lot’s been happening for them in 
the interim — they’ve announced more 
new titles, they’ve regained the rights 
to their DS FPS Moon and more. So 
let’s have a progress report from Jools 
again, shall we? 


NF: How great does it feel to finally 
have the Moon franchise back in your 
control? 

It feels really, 
really, really, really great to have one 
of our babies back home. We devel- 
oped the story in such a way that we 
could continue the tale of Major Kane 
and his trek through space, and pre- 
sented many proposals to the previous 
publisher that never saw the light of 
day. We are super excited to bring our 
much beloved title back from the 
grave for new players, and then use 
that as a springboard to launch 
all-new content in the future. 


Why start off with a remake of Moon, 
rather than a sequel right away? 


The original launch on the Nintendo 
DS had a relatively small run - it's 
always been very difficult to find the 
game on the shelves. It's possible to 
order it online, of course, but only 
fans who are really searching for it 
might do that. It's been five years 
since it was first released, and a whole 
new audience of players is on the 3DS 
eShop. So, for those who are familiar 
with the game, they might be excited 
about finally picking it up for the first 
time if they were unable to find it 
before. Fans who already own the DS 
game will hopefully be thrilled about 
experiencing the remastered version 
with all of its visual enhancements, 
and in 3D. And, we feel that there is a 
large audience of players who have 
never heard of this game before now, 
апа see it as a new 305 title – which is 
what we're hoping people consider it 
to be. 

As | mentioned before, this is a 
great springboard to set the stage for 
the continued story that will be 
coming in Season 2. If we released a 
sequel straight away, | think many 
players would miss out on some 
important story elements, and some 
may feel that their collection of the 
series is disjointed across the DS and 
3DS. Making one consistent series on 
the 3DS is something that really 
excites us, and we hope the players 
share our excitement. 


How has Moon benefited from the 
extra power the 3DS brings? 

Moon Chronicles has benefited greatly 
from the power of the 3DS. Not only 
have the visuals been greatly 
enhanced, the eShop itself trumps the 
old DSiWare shop in every way. A 
launch of this kind would not have 
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been possible on DSiWare due to its 
file size limitations and inability to 
support the episodic approach. 


You decided to break the game up 
into episodes this time, yet still keep 
the total price under what the game 
originally cost. What does this 
digital, episodic approach allow for 
over a retail release? 

The main thing that digital download 
offers over a retail release is player 
access to the game. The problem with 
retail is that most original games have 
a very small run of cartridges. Maybe 
up to 30,000 copies, if you're lucky. 
That would be considered relatively 
high for an original game on the DS/ 
3DS. But, the problem is that those 
cartridges are spread across the 
country in various different stores, 
making it difficult to find a copy 
locally. Online stores, like Amazon, 
make it easier now than before, but it 
is still difficult to convince outlets like 
Amazon, GameStop and Best Buy to 
stock your game over the many that 


are offered to them every day - espe- 
cially when you're competing against 
big budget games and licensed prop- 
erties. 

Digital outlets make it so the game 
is available to everyone, all of the 
time, any time of day. That kind of 
shopping freedom is incredible. | love 
it! It also means we can finally adopt 
the episodic approach, which I've 
wanted to do for a very long time. 

The main reason I’ve always 
wanted to support the episodic 
approach is so we can continue a 
games' story beyond just one game, 
but without having to create a whole 
new sequel in one go - which can take 
a year or more to produce. We can 
produce smaller episodes, quicker, 
that continue the story and make 
them available to the player at a lower 
cost. 


Just how long will we have to wait to 
find out where Moon will go after the 
original game's conclusion? 

If everything goes well - famous last 
words — we plan on releasing Episode 
1 of Season 2 in early/mid-2015. 


HANA CRAB 


Equally exciting is the upcoming 
Treasurenauts, a platforming/ 
adventure/co-op game. Just how 
hard is it to switch gears when going 
from Moon work to Treasurenauts? 
Fortunately, it doesn’t take me long to 
switch gears between the two games. 
Even though they seem completely 
different when you take the visual pre- 
sentation into account, they are both 
game designs in my mind. Both games 
present game design challenges to me 
- as the game designer - which | need 
to solve in order to present an enjoy- 
able gaming experience. In fact, the 
visual variety between the two games 
helps keep it extra exciting for me. 


Treasurenauts provides unique expe- 
riences for both single and mult- 
player, allowing you to access areas 
with a friend that you might have to 
wait to reach otherwise. How hard is 
it to create a project like this and 
make sure all the pieces fit together? 
It is definitely an extra level of com- 
plexity that | have to take into account 
when designing the level flow and 
each levels' specifics — such as plat- 
forms and secrets. Treasurenauts is 
more complex to design than Mutant 
Mudds in that regard, but the plane 
jumping in Mutant Mudds presented 
its own unique challenges — as well as 
the many secret levels. So, at the end 
of the day, it's hard to say which is 


more complex to design overall. The 
key is to have a clear idea of what you 
want to accomplish at the start of 
game development, before you start 
making final levels, so you can have all 
of the design concerns and require- 
ments listed out for you to reference 
while you're creating levels. 


With Treasurenauts' reveals thus far, 
we've seen jungles, caves and giant 
enemy crabs. Care to give us a taste 
of what else awaits a bit deeper in 
the game? Any other bosses to tackle 
or unique locations to explore? 

| can reveal one new level theme that 
has not been shown before, which is 
an icy mountain. (And there will be a 
few more themes to explore that will 
be revealed later.) There will be at 
least four bosses in total, with the 
Mama Crab being the first that you 
encounter. 


As if those games weren't enough, 
you also have titles like Mutant 
Mudds 2 in the works. Can we get a 
status update on that game? Any 
chance we'll see it this year? 

Mutant Mudds 2 will be a 2015 game. 
It’s on hold, at least partially, while we 
finish up Moon Chronicles and 
Treasurenauts. As soon as those two 
games are completed, we'll focus 
100% on Mutant Mudds 2... and Cult 
County! 
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MORE MIXIN' 


That was fast! NES Remix 2 is on the way. 


THE FIRST NES REMIX was only just released in 
December - it brought together 16 early NES titles 
and broke them up into a series of short tutorial chal- 
lenges. Now, with a speed that would earn them three 
Gold Stars, Nintendo is bringing NES Remix 2 to the 
Wii U eShop this April. 

A dozen more NES games will be coming, including 
classics such as Metroid, Kid Icarus, Punch-Out!! and 
Zelda 11, all the way up to late-gen releases like Kirby's 
Adventure and Wario's Woods. 

As well as the individual game challenges, there 
are also the remixed versions - like fighting Bowser in 
Super Mario Bros. 3 as Peach from Super Mario Bros. 
2, or fighting a Hammer Bro as Link while Boos creep 
up on you from behind. 

New game features include Super Luigi Bros., a 
mirrored version of Super Mario Bros. in which you 
play as Luigi with his higher jump. The title screen 
also revealed a Championship Mode, but what this will 
be is not yet known. 

It may be a thinly veiled ad for the Virtual Console, 
but if only all ads were this much fun! - MARK 


Collect all the coins! 
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MEET Міснтү Мо. 7 


Shrouded in secrecy since the Mighty No. 9 Kickstarter campaign 


ended, Beck's final foe has finally been revealed. 


THE LAS VEGAS-BASED DICE Summit held this past February featured a couple of surprises 
from Comcept founder and Mega Man "father" Keiji Inafune: a short video featuring early 
gameplay from the forthcoming Mighty No. 9 and the design of the final unrevealed boss 
character, Mighty No. 7. At first, it was teased that No. 7 would basically be a robotic apple, but 
his actual design was brought to light shortly afterwards. His look was inspired by several things: 
the classic ninja motif, the scissor aspect from the main character of Inafune's own mobile game The Island 
of Dr. Momo and the grace and style of Bruce Lee. With this reveal, all eight of the Mighty Number bosses are 
now known. But who knows what other surprises Inafune and Comcept have hidden up their sleeves, like any 
mid-bosses lurking in the game, or the rumored Mighty No. 0? - THOR 
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E DUAL SCREEN 


Nintendo DS games will soon join the Wii U Virtual Console lineup. 


Wii U'S VIRTUAL CONSOLE catalog may seem 
a little threadbare at the moment, but that won't 
be the case for very long. Nintendo President 
Satoru Iwata recently announced that the 
company plans to bring DS games to the retro 
service in the near future, giving Wii U owners 
access to another range of gaming classics. 

The revelation came during Nintendo's corpo- 
rate management policy briefing this past 
January, while Iwata was discussing the com- 
pany's strategy to better utilize the Wii U 
GamePad. According to Iwata, Nintendo had 
overcome the technical hurdle of displaying DS 
games on the Pad and would be re-releasing the 
handheld's titles in an effort to strengthen the Wii 
U software lineup. 

While Iwata didn't specify which games would 
be getting the Virtual Console treatment (nor did 
he give any indication of when they would be 
available to download), he did release a mock-up 
of the original Brain Age on the GamePad, hinting 
that it may be among the initial batch of titles to 
hit the service. The image depicts the GamePad 
displaying both of the DS screens side-by-side in 
"book mode" (in which the DS is held sideways), 
suggesting that players will need to hold the con- 
troller vertically to play more traditional DS 
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games. Iwata, however, did not elaborate any 
further on the topic. 

The lack of concrete information regarding DS 
Virtual Console games may seem frustratingly 
similar to the way Nintendo announced Game Boy 
Advance games would be coming to Wii U’s 
Virtual Console. Details on those plans were char- 
acteristically sparse when they were announced 
early last year, and we wouldn’t hear more about 
them until this February, when Iwata revisited the 
subject during the most recent Nintendo Direct. 
Fortunately, it looks like the wait for GBA VC 
games is just about over, as Імаға confirmed that 
they would begin appearing on the service this 
April, with Mario & Luigi: Superstar Saga, Yoshi's 
Island: Super Mario Advance 3 and Metroid 
Fusion among the first batch to hit the console. 
(For the full launch list, flip back to Page 13.) 

We may not know when DS games will make 
their way to the service (history says it won’t be 
for a while), but we're excited for them nonethe- 
less. With such а rich and varied library of titles 
to choose from, the DS is the perfect console for 
Nintendo to mine to bolster the Wii U’s VC offer- 
ings. In anticipation of their re-release, the 
Nintendo Force has compiled a list of DS games 
we think will (and won't) appear on the service, 
which you can check out on Page 47! - KEVIN К. 


LIGHTNING STRIKES AGAIN 


Inti Creates recaptures the spark of the Mega Man ZX series in 
Azure Striker Gunvolt, coming this Summer to the 3DS eShop. 


AS IF MIGHTY NO. 9 weren't already enough, 
Keiji Inafune and Inti Creates will be bringing 
another Mega Man homage to Nintendo fans in 
the form of Azure Striker Gunvolt, set for a 
Summer release in the 3DS eShop. First 
revealed at the recent Bitsummit event in 
Japan, Gunvolt follows its titular character in 
his adventures through a world full of people 
with psychic powers. There are a lot of heavy 
hitters here in terms of the development team, 
including personnel that have worked on a 
heap of classic Mega Man games - and that's 
not even including the "father" of the Blue 
Bomber himself, Inafune. 

Set in a dystopian era in the near future, a 
group called Sumeragi has rounded up a large 
number of psychics to conduct experiments on 
them and harness their mental strength. Enter 
aresistance group called Feather, and Gunvolt 
- a 14-year-old boy whose own psychic gift 
gives him control over the power of lightning. 
As expected of a being who can direct such a 
destructive force, 'Volt has a number of powers 
at his disposal, including a rapid-fire gun, a 
protective electric aura ring, a double-jump 
ability and a dash technique. Inti Creates then 
takes this hero's skill set a step further, as 
Gunvolt is also able to levitate in mid-air – and 
still shoot while hovering, too. 


In short, he seems more maneuverable than 
just about every other platforming protagonist 
out there, which is easily a good thing. 

Just like Mega Man, Gunvolt will pick up new 
abilities as his game progresses. Powers are 
linked to a meter that automatically recharges 
over time when depleted — ensuring that you're 
always in the action without delay. 

This style of gameplay looks very similar to 
the Mega Man Zero and Mega Man ZX series, 
which stands to reason: Inti Creates developed 
the four excellent installments of the former 
for the Game Boy Advance between 2002 and 
2005, then followed up with two equally 
engaging installments in the latter series on 
the Nintendo DS in 2006 and 2007. 

Aesthetically, Azure Striker Gunvolt rivals 
some of Inafune's best creations, as its artwork 
is absolutely stunning. Just look at the 
examples across this page - this game is 
intense even in static screenshots! 

| have no idea what the future holds for 
Azure Striker Gunvolt, but I'm already invested 
in its world and colorful cast of characters. 
Whether this will become a series itself remains 
to be seen, but with the large 3DS install base, 
anything is possible. It's also going to be a 
great way to tide ourselves over until the 
eventual release of Mighty No. 9! - CHRIS 
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Speed Ор! 


GRADIUS 


THERE'S А REASON you 

hear the name "Gradius" from time to 
time even today - it practically redefined 
the shoot 'em up genre in the '80s. Опе of 
the reasons it was so appealing was 
because it was easy to pick up, with a 
power-up system that made it feel like 
more than just a button masher. Tiny as 
that may be, there is a bit of nuance to it. 

Gradius follows the tried-and-true "get 
to the end of the level and fight the boss" 
formula, but that doesn't make it any less 
fun. Along the way you'll get the opportu- 
nity to pick up upgrades to boost your 
speed and weaponry, which gives each 
run a slightly different feel depending on 
what you grab. 

There's nothing grandiose about 
Gradius, since most of its levels provide 
only very simplistic cave and maze 
designs to test your piloting skills. But the 
key is that, unlike some other genre 
staples, they're not hastily created just to 
stump you - rather, they feel more delib- 
erate in nature. 

The soundtrack is just as unsurprising, 
as it's composed of standard chiptunes — 
but, like the visuals, they complement the 
game very well. That's essentially the 
theme of the game, because unlike its 
cousin Life Force, Gradius doesn't have 
too many totally unique and outstanding 
elements. While it may have been influen- 
tial for its time, you've most likely played 
Gradius in a way, just by having played 
any other shoot 'em up to come after it. 

If you aren't a fan of retro-flavored 
shmups, Gradius will likely do nothing to 
change your mind. But for the rest of you 
who keep going back to the classics, it's a 
must-play piece of gaming history. 

(By the way, the classic Konami Code? 
It's most often associated with Contra on 
the NES, but it actually originated with 
this game. And you'll need the extra fire- 
power it grants here.) - CHRIS 


ORIGINAL RELEASE: NES, 1986 
В PUBLISHER/DEVELOPER: KONAMI 
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Recruit a Friend! 


GRADIUS MAY BE a 

classic, but there are parts 

of it that feel a bit dated - in 

short, it's tough as nails and happy to 
watch you die. Life Force, on the other 
hand, is more accessible. And, because of 
that, it holds up better in the modern era. 

Once again you'll pilot the Vic Viper – 
the iconic ship of the Gradius series and 
its spin-offs – which has the ability to 
power up by gathering icons dropped 
from enemies. Just like Gradius, you can 
boost your weaponry and speed, which 
will no doubt change your playstyle 
depending on what upgrades you pick. 

But where Life Force mainly diverges 
from its predecessor is its inclusion of 
both horizontal and vertical stages, which 
is a rarity - most games in the genre typi- 
cally stick to one or the other. You'll also 
be able to spot a clear visual upgrade with 
Life Force, specifically in the backgrounds, 
which are more detailed than ever. 

Life Force's defining feature, though, is 
its two-player co-op mode, which is a 
blast to play with another shoot 'em up 
fan. The 3DS' Download Play feature 
ensures that just one copy of the game is 
needed, too, which sweetens the pot even 
further. Several Virtual Console re-issues 
in the 3DS eShop haven't bothered to 
support these classic games' old two- 
player modes at all, so it's wonderful that 
Life Force has arrived as an exception to 
that rule of general apathy. 

Life Force is short and to the point – 
almost too brief for its own good. But that 
ensures that it doesn't overstay its 
welcome, and given the aforementioned 
design choices, things feel fresh on a 
constant basis. While a great deal of retro 
games are starting to show their age, Life 
Force chugs on and hangs with the best of 
them even today. Because of all these 
reasons and more, it'll be on your replay 
list for years to come. - CHRIS 
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Pixel-Art Puzzling 


TAPPINGO IS А very simple puzzle 

game that's extremely easy to pick up and play. Basically, all 
you need to do is follow each guide box to figure out how to 
create a picture by way of tracing lines. For instance, if a box 
has a "3" in it, you'll need to create a colored line in any direc- 
tion that's exactly three grid boxes long (not counting the 
original, numbered box in that length). The bottom screen is 
where you'll do all the hard work, and the upper display 
shows the picture as it's filled in over the course of its 
creation. Simple enough, right? 

It's almost like a crossword puzzle in terms of strategy, 
because creating "obvious" lines first is a surefire way to 
figure out the rest of the tougher ones. At first, puzzles aren't 
incredibly difficult. But they progress to the point where you'll 
need to think carefully before every single move — mostly 
because there's no proper "undo last move" button. 
Everything can be controlled by the stylus, but if you're a fan 
of tactile controls, that option is here too. 

One of my favorite things about Tappingo is its presenta- 
tion. The graphics are bright, colorful and retro-tastic. The 
music is equally as relaxing, and it fits the theme of the game 
perfectly. It helps that Tappingo is competitively priced, 
coming in at $2.99. That makes it an obvious choice for puzzle 
fans looking for something to wrack their brains with on the 
50, especially given the large amount of levels packed in (over 
100). 

The 3DS is continuing its run with a good mix of fully 
featured experiences and budget-priced, bite-sized games like 
Tappingo. While it doesn't really pull any punches and won't 
sway anyone who isn't a fan of the genre, 
it's still a fine way to spend your time, 
especially for the price. - CHRIS 
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Jumping Jack 


MIGHTY 
MIGHTY BOMBJACK sone weird BOMB JACK 


game. As a follow-up to the successful (at the time) Bomb 
Jack in 1984, this new version blends a few concepts together 
to help ease it into more of a traditional platformer mold. 

You'll take control of the horn-helmeted, cape-wearing 
Jack as you spelunk through a giant pyramid, room after 
room. Each set of stages is comprised of two concepts - a 
traditional level that's not unlike many other platforming 
staples, and arena-like rooms that operate more like a 
puzzle-platformer. 

Enemies will spawn throughout each map, and given that 
there's no way to attack them, avoidance is key. Thankfully, 
Jack has a huge jump (that you can cancel) at his disposal, 
along with a hover ability. You'll jump to avoid enemies, jump 
to navigate platforms and jump to open chests. Yep, there's a 
lot of jumping in this game, and, as you can imagine, it can 
get repetitive. 

You'll also be able to switch "suits," all of which offer up a 
different power in the form of green (turn enemies into 
coins), blue (open locked chests) and orange (open chests 
from the side). That's about all the tactical nuance you're 
going to get from Jack, but it's a lot simpler than it sounds as 
you hop from one same-looking level to the next. 

One great thing is that Mighty Bomb Jack is loaded with 
secrets, from invisible treasure to the ability to skip ahead in 
the level count by completing challenge rooms in a specific 
way (saving the first lit bomb for last). But the fact of the 
matter is that once you've seen a few of these hidden areas, 
you've seen them all. It's also likely that you won't have the 
patience to actually seek out all of these secrets on your own. 

Out of all the criticisms that can be levied against Mighty 
Bomb Jack, you definitely couldn't claim that it's 
not unique. With a non-traditional level 
scheme and an oddball cast of charac- 
ters, this isn't your typical platformer. 

In that regard, it isn't a game you 
should go out of your way to experi- 
ence either. - CHRIS 
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Belmont Begins 
CASTLEVANIA 


ANOTHER WELCOME ADDITION to 
the Virtual Console's lineup of classic plat- 
forming games, Castlevania serves as a 
stark contrast to Nintendo's Super Mario 
Bros. - an antithesis to everything the 
plumber's adventure represents. 

Castlevania is a gloomy, unwelcoming 
affair - both in tone and in difficulty — 
eschewing a focus on speed and acrobatic 
jumps in favor of slow, meticulous plat- 
forming and precise weapon use. It's an 
exercise in patience, swiftly punishing a 
hasty haphazard leap or an unnecessary 
whip attack with a cruel layout of bottom- 
less pits and regenerating foes. Every 
enemy, every impediment, every obstruc- 
tion is specifically placed to require the 
utmost concentration from the player – 
anything less leads to a quick death. It's 
this relentless challenge that gives 
Castlevania its reputation as a frustrating, 
unfair slog, constantly barraging players 
with insurmountable difficulty. 

But this is a somewhat unfair analysis. 
Castlevania is not easy, but how hard it is 
depends on the player — dashing through 
without a second thought makes the game 
incomparably frustrating, but meeting the 
game on its own terms and playing it 
patiently and thoughtfully reveals its 
charm and allure. 

Graphically, Castlevania hasn't aged 
well — but its soundtrack still stands as 
one of the genre's finest. The game isn't 
overly lengthy, but frequent deaths will 
pad the playtime of a newcomer by a wide 
margin. Using Restore Points is recom- 
mended - seeing Castlevania's ending is a 
privilege earned, not a right, and there's 
no shame in using the tools available to 
level the playing field. 

A casual, easy-going adventure 
Castlevania is not, but its 
excellent pace and level 

design make it a 

challenge worth 

attempting. - ROBERT 
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SIMON’S QUEST IS 

often treated as the much- 

maligned middle child of the original NES 

Castlevania trilogy, and while some of the 
grief it’s given is somewhat well-deserved, 
the title as a whole is perhaps more over- 

looked and underrated than it should be. 

Born in an era when sequels often lent 
themselves to drastic changes and experi- 
mentation, Castlevania II took the action 
beyond the confines of Dracula’s epony- 
mous castle and into the countryside of 
Transylvania. There, players could fend off 
roaming creatures, gain experience, visit 
towns, talk to townsfolk and purchase 
items to help them on their way to 
breaking the curse that Dracula had cast 
upon our hero, Simon Belmont. It’s a 
largely nonlinear experience that 
predates Symphony of the Night’s similar 
"Metroidvania" style by about a decade. 

The graphics are top notch for their 
day, and the music is terrific, standing the 
test of time through numerous remixes 
over the decades. Though the controls are 
as rigid and unforgiving as ever, a lack of 
bosses and a continue system in which 
you almost always begin again from the 
spot you fell make the challenge a bit 
lighter than its contemporaries — while 
the Wii U’s Restore Points, though handy 
for avoiding the issue of placing you back 
in the first town when using a password, 
only help to ease it further. 

Where the game tends to compensate 
is in how obtuse the clues and ways to 
progress are. It can be off-putting at first 
and benefits greatly from a guide or FAQ, 
but once you’re aware of the game’s 
trickery, it becomes a more rewarding 
experience on subsequent replays as you 
begin to experiment and attempt to work 
your way towards getting each of the 
game's three different endings. - DAVID 
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Sword of Vengea nce 
AETERNOBLADE 


IT’S NOT EASY to make a game 

that every player will truly enjoy, and 

these struggles are evident in Corecell's 
AeternoBlade. It all begins with the plot, which opens 
with the main character, Freya, being immediately 
killed by the antagonist, Beladim. Freya, however, is 
then sent back seven days into the past to start her 
quest anew, to see if she сап avenge her people the 
second time around. (She's the only survivor of a 
town Beladim massacred, and she decides to pursue 
and exact vengeance on the murderer.) It's kind of a 
predictable tale of revenge, though not terrible in its 
telling. 

The action is what counts here, and AeternoBlade 
does start out as a promising affair. At first, you 
might be tricked in believing that it's going to be a 
simple brawler. The more you progress, though, the 
more its rather involving combat systems opens its 
doors to you. It was shocking how satisfying it felt to 
beat down enemies; bringing the pain to Beladim's 
minions is quite a pleasant experience. 

But then you start to traverse through the envi- 
ronments, and that's where AeternoBlade starts to 
fall apart. Getting yourself from Point A to Point B 
means having to deal with a lot of awkward jumping 
sequences and puzzles. There are a few cool 
moments that focus on using the game's time- 
rewinding mechanic, but even those don't exactly 
leave you wanting more. 

And it doesn't really help that the game looks 
somewhat generic, making it hard to remember 
which areas you've already passed through. There 
are some Metroidvania-esque retraversal elements 
here, and they're fairly decent – but often they aren't 
required to make your way towards the end of a 
stage. You can easily just walk to the right and get 
yourself to the next big boss encounter. 

Bosses, thankfully, are another highlight. Their 
patterns provide a proper challenge, and | had fun 
learning the perfect strategies to bring each of them 
to their knees. 

AeternoBlade is a two-sided game. On one hand, 
its deep combat elements are enjoyable; on the 
other, the puzzling/platforming parts aren't - they're 
more often just annoying. And that's a shame, 
because this adventure feels like a heartfelt effort 
overall. - DAAN 
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Daniel in the Dra 
UNEPIC 


HONORING THE STORIED past of video 
games and pop culture is a noble and entertain- 
ing prospect, but adhering too rigidly or too 
closely to that past can lead to frustration. 
unepic falls into the latter category a bit too 
much for my liking, though this indie game has a 
ot of heart. 

Unepic follows 20-something Daniel, a regular 
guy who enjoys playing Dungeons & Dragons with 
his friends. But while taking a bathroom break 
from his weekly game, the snarky hero finds 
himself magically transported to an enormous 
castle filled with orcs, mages and undead. Before 
players take control of our protagonist, he meets 
a shadowy figure named Zera who finds himself 
confused by his inability to possess the young 
man. And thus, two enemies are bonded together 
for a roughly 15-hour experience through an 
action RPG. 

Immediately, Unepic smacks players over the 
head with its humor, throwing out more Star 
Wars, Spaceballs and The Goonies quotes and 
jokes than you can imagine. Even though | was 
born after these movies hit theaters, | caught 
most of the references (thanks to having an older 
brother). For the younger generation born in the 
"905 and 2000s, this game's comedy may leave 
you scratching your head - and even if you do 
catch on, the lines usually fall flat. The only 
upside behind the writing is a spirited voice cast, 
full of actors who do their best in bringing each 
character to life. 

More pleasant is the leveling system, which 
offers a breadth of options. Players can focus on 
melee weaponry, bows, wands or magic - or just 
dabble in a bit of it all. Choosing at least some 
type of ranged weapon is recommended, 
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however, as it helps combat 
the difficulty spikes in the 
latter game. 

And speaking of challenge, Unepic is unabash- 
edly brutal, with death sneaking around every 
corner. The game offers a reliable save system on 
the normal setting, but beware that frustration 
comes with the territory here. Unepic is definitely 
paying homage to the 8-bit days in its difficulty, 
and Daniel even leaps in a manner similar to 
Simon Belmont in the first Castlevania. 

That jumping mechanic felt fine in most 
sections of the game, but the developers decided 
to focus on platforming in a few spots, which was 
maddening and seemed poorly designed - espe- 
cially relating to the endgame. Too many times | 
watched Daniel miss a jump by just a pixel, as 
Unepic weirdly acted more like a platforming 
game instead of the slower action RPG that it 
really is. 

The highlight of the experience - in addition to 
a nifty lighting system in the 2D environments — 
is the GamePad usage, which showcases hot keys 
for weapons, spells and potions as well as lists 
quest objectives and resources. Unepic makes 
excellent use of the touch screen with an easy- 
to-understand user interface and responsive 
icons. The developers successfully demonstrate 
that the Wii U is perfect for RPGs. 

But, unfortunately, Unepic itself is far from 
perfect. While this eShop game possesses a lot of 
heart and spirit, it ultimately feels like a standard 
RPG affair bogged down by cheesy writing and 
frustrating platforming sequences. The endgame 
proved annoying too, introducing a quasi-tower 
defense section that felt out of place. 

The GamePad usage is great and the title 
stands out for its uniqueness on Wii U, but that’s 
not enough for an endorsement. - EVAN 


Camelot's Court 


WHILE SEVERAL GAME BOY games 

may be perceived as bite-sized versions 

of their console brethren, Camelot's Game 

Boy Color sports offerings certainly 

shouldn't be. Mario Tennis (GBC) - like Mario 

Golf (GBC) before it — spices up the gameplay found in its N64 
counterpart with an unusual dose of customization and RPG 
elements. 

The main story mode tasks players with choosing a charac- 
ter and a double's partner, and with progressing their rookie 
players through an exclusive club, complete with court 
battles, helpful coaches and tricky rivals. The story and 
writing are all quite basic, but being able to wander the 
grounds and interact with МРС$ still gives the game and its 
courts a nice sense of place. While the actual Mario series 
content is surprisingly light, fans of the arcadey Mario Tennis 
from the №64 will feel right at home with the gameplay - 
slices, topspins, drop shots and lobs are all accounted for. The 
game is built on a strong foundation that translates to the 
Game Boy almost perfectly, albeit lacking some of the finesse 
of analog control. But despite feeling slightly less smooth and 
containing matches that run a bit too long, it's impressive how 
well this 8-bit Mario Tennis still plays. 

As players smash their way up the ranks, each victory will 
earn them a number of experience points, which can then be 
allocated toward improving specific stats on their characters. 
This feature makes everything just a bit more addictive, as 
you can palpably feel your character growing stronger and 
faster as you progress. It was such an enjoyable aspect upon 
release that fans have asked for its return in all subsequent 
handheld sports games by Camelot. 

In addition to the main story mode, Mario Tennis also 
features standard exhibitions and rather fun minigames that 
help round out the package. While the VC version of this same 
unfortunately lacks the №64 connectivity aspect and two- 
player mode, there's absolutely no shortage of content, even 
with those cuts. With the more arcade-like action of tennis, 
the title doesn't make the transition to handheld quite as 
effortlessly as Mario Golf (GBC) did, but it's still а game 
worthy of some love. Tennis fans who're looking for some- 
thing a little quirky and addictive should have no qualms 
about raising a racquet for this Game Boy gem. - MATTHEW 
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Not t igi 
ot the Original 
SUPER C 

THOUGH SUPER C 

might sound like some 

sort of high-powered 

health supplement, this sequel 

to the original 1988 classic Contra is 
known quite well for actually costing 
many lives - both those of the alien Red 
Falcon army and the eponymous Contra 
warriors themselves, Bill Rizer and Lance 
Bean. 

This run ’n’ gun has nearly all the hall- 
marks of its predecessor (though that's a 
poor frame of reference, given Konami's 
seemingly ongoing refusal to release the 
original Contra on Virtual Console itself), 
from two-player co-op to the flying 
weapon capsules containing such arma- 
ments as the famed Spread Gun. And, of 
course, there's still the need to enter a 
special code for more lives (10 this time, 
rather than 30) if you want to have any 
hope of reaching the end (though the Wii 
U's Restore Points will no doubt help in 
that endeavor). 

In addition to a variety of modified 
weapons, bosses and backdrops, new to 
this installment is sloping terrain. Pretty 
much everything in Contra consisted of 
flat platforms, but Super C adds angular 
ground, which allows for more varied 
stage layouts. 

Also new are top-down levels, which 
replace the more 3D-styled, behind-the- 
back view of base levels in the original 
game. These are more akin to the similar 
levels found in Contra III: The Alien Wars 
for the Super NES, but without the split 
screen and Mode 7 functions provided by 
that hardware. 

The controls are as precise as ever, 
while the graphics still hold up as an 
excellent example of 8-bit design today, 
and the soundtrack remains among the 
best found on the NES. Simply put: This 
game is Super, C? - DAVID 
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SUPER PUNCH-OUT!! 


NOT FOR THE faint of heart, Super 
Punch-Out!! demands lightning fast 
reflexes, rote memorization and heaps of 
patience. Stepping into the sweaty shoes 
of a pint-sized pugilist to topple over- 
whelming adversaries, this intense twitch- 
based brawler is as entertaining as it is 
challenging. Each bout against its colorful 
cast of amusing (if not culturally insensi- 
tive) characters tests the nerves of even 
the most skilled of challengers - when 
one incorrect dodge can spell the differ- 
ence between holding aloft the champion- 
ship belt and losing all your teeth, every 
move counts. 

Like its NES predecessor, the game 
starts off easily enough - opponents will 
stand unguarded with mouths agape, 
waiting to be socked in the jaw. This offers 
a false sense of security, however, and the 
true unquestionable difficulty of the game 
becomes apparent after the first few 
matches. 

With an arsenal of four regular 
punches plus two special moves (which 
can only be unleashed after a meter is 
filled by landing blows while avoiding 
damage), succeeding at Super Punch- 
Out!! is one part timing, one part strategy 
and about a thousand parts quick 
reaction. Each opponent has a "tell" of 
which attack they're about to unleash – 
it's up to the observant player to notice 
these subtle cues, select the suitable 
counter and take advantage of any 
opening before the opportunity has 
passed. The VC's Restore Point functional- 
ity helps here - discerning the nuances of 
an opponent's routine is a lot easier when 
it can be repeated ad nauseum - but the 
game is still intensely difficult regardless. 

That's not to say it's not great fun - it's 
an absolute knockout. Just 
be prepared for pain along 
the road to becoming the 
champ. - ROBERT 
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Зо there's this quest | wanna до 
оп... Got any "blades?" | know 
the term is kinda vague. 


Nintendo Forge 


WHEN LEVEL-5'S GUILDO! collection appeared in the eShop іп 
Fall 2012, only three of its four games were localized - the fourth 
held back due to the extensive amount of translation required. It's 
now finally arrived over a year later, but was it worth the wait? 

Weapon Shop de Omasse places you in the role of a black- 
smith's apprentice living in a typical RPG world, renting weapons 
out to heroes and NPCs who wish to take on quests. You fulfill 
their orders by either supplying a weapon from your stock or 
forging something new. Should they succeed, they'll return the 
weapon along with the rental fee and other spoils; should they 
fail, you'll lose both the weapon and any reimbursement. 

You tap the touch screen to forge heated metal in a Simon Says 
musical sequence - think PaRappa the Rapper, or the dance 
stages of HarmoKnight. Stat bonuses and grades are earned 
depending on your performance, though they seem to be awarded 
at random - you can screw up multiple times and somehow 
produce a "Master" work, whereas a chain of perfect strikes 
strangely won't. Forging doesn't become much more challenging 
as the game progresses, and by the time you've crafted your 30th 
or 40th weapon, rhythmic joy has given way to drudgery. 

What will keep you engaged is the tongue-in-cheek story and 
dialogue, which pokes fun at popular RPG tropes and subverts 
others. There's even a studio audience that cheers, boos and 
laughs - though some of the humor seems to have gotten lost in 
localization. And when your customers embark, you can follow 
their exploits through the Grindcast, a Twitter-esque live feed 
complete with TwitPics and hashtags. 

Manning a weapon shop may not be the most exciting of video 
game activities, but there is a surprising amount of pleasure in 
changing perspectives and discovering how your role ultimately 
impacts the greater tale. - TONY 


LEVEL-5 
LEVEL-5 & NIX ENTERTAINMENT 
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IT'S PRETTY CRAZY to see some of the 
titles that are getting localized for the 3DS 
these days, and Inazuma Eleven is no excep- 
tion. Somehow, developer Level-5 has 
managed to blend elements of JRPGs, old- 
school sports games and soccer into one 
eclectic, charming mixture. 

Inazuma is the tale of the Raimon Junior 
High Soccer Club, which is in such shambles 
that only one member bothers to practice. 
In typical JRPG fashion, you start off on the 
bottom rung, with almost no special abilities 
or powerful party members - just a little bit 
of hope. Things are so dire that most of the 
club opts to play video games in the club- 
house rather than go outside, and the team 
doesn't even have the regulatory amount of 
players (11). That all changes when a 
mystery student transfers into Raimon, and 
captain Mark Evans sees a chance to really 
make the club he loves so much shine again. 

It's a touch cheesy at times, but it's 
mostly an underdog story that's hardly ever 
dull, because you can't help but root for the 
team as they go against all odds and are 
laughed off of the soccer field by other 
clubs. Inazuma Eleven's character designs 
do the core story favors, as each member 
looks unique and sports their own personal- 
ity. Drama ensues, of course, among your 
crew, and although it isn't the sharpest 
script in the shed, the endearing personali- 
ties help make it more bearable. The good 
news is you don't need to be familiar with 
the anime (since the game came first). 

"Combat" takes place by way of actual 
Soccer games, which is a combination of 


retro sports game fare and straight-up JRPG 
encounters. "Random" battles can happen 
around the landscape, which force your 
hand with a "task," which can be as simple 
as scoring first. These are generally pretty 
simplistic in nature (sometimes a little too 
simple), but they serve as a nice buffer for 
the larger, all-out 11-on-11 battles. 

These brawls are more ridiculous in 
nature, as you can draw upon special abili- 
ties like dragon or fire shots to seal the deal. 
They’re over the top, absurd and, most of 
all, fun to watch. The RPG elements come 
into play in the form of stats, items, 
currency and experience points. Although 
the game looks a bit dated (especially when 
you're roaming around in-between 
matches), the retro aesthetic is equally as 
charming as its cast, so long as you don’t 
mind the lack of fanfare. 

Inazuma Eleven is deceptively long, and 
you could easily log over 30 hours of 
playtime. The most dedicated of comple- 
tionists will probably be at it much longer 
than that as they tinker with the game’s 
gigantic player pool and statistical varia- 
tions. (It helps that there’s a local versus 
mode available should you get bored of the 
story.) You can also trade players and items, 
which is a lot more than | would have 
expected out of this surprise eShop release. 

Inazuma Eleven has some minor pacing 
issues as a result of a relatively shallow 
overworld, but ultimately it's worth picking 
up if you're either a fan of RPGs or retro- 
flavored sports games. It's in a bit of a 
strange spot considering that it's a niche 
within a niche, but Level-5 did a great job 
with this release, and I'd love to see more 
localizations of oddball games like this in 
the future. - CHRIS 
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First Hit's Free 


A SUCCESSOR TO the 1990 Game Boy 
game Radar Mission, Steel Diver was origi- 
nally planned as a DSiWare title before it 
was ultimately held back, retooled and 
released as a launch title for the 3DS in 
2011. Unfortunately, its lack of success as a 
retail release would seem to suggest that 
keeping it as a download-only game might 
have been the better course of action. 

Fast forward three years, and it seems 
that Nintendo agrees - because this sequel 
is not only releasing as a downloadable title 
in the eShop, but it's also serving as the 
company's first experiment in "free-to-play" 
gaming. But despite the fact that the style of 
the original game might have been better 
suited to the realm of digital distribution, 
Nintendo and Vitei have changed the experi- 
ence rather drastically for Sub Wars. 

The biggest change, at a first glance, is 
the shift in perspective. Gone is the side- 
scrolling sub diving of the original game, 
instead replaced by a first-person view 
punctuated by the front end of your ship, 
which makes it feel rather at home with the 
likes of Pilotwings and Star Fox. (And, as if 
to drive home the connection, a cameo from 
the latter appears as well.) In addition, a 
whole new set of controls await, making use 
of the numerous buttons, the D-Pad, the 
Circle Pad and more. Fans of the original 
don't need to worry, though, as the touch 
screen controls of the original remain, as 
well as the gyroscope-controlled periscope 
(though you can use the Circle Pad for that, 
too). There's even Circle Pad Pro support! 

There are two main modes available — 
single and multiplayer — with the latter 
encompassing both local and online varia- 
tions. When playing online, you can opt to 
face opponents anywhere in the world or in 
your own region, and even choose to play 
against others of similar skill, though the 
matchmaking can still feel a little off for a 
beginner (my first four-on-four match had 
me with two other Level 1 players and a 
Level 3 player against two Level 3s and two 
Level 45). 
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Single-player, meanwhile, consists of a 
series of seven missions, each with three 
difficulty levels. Completing them will earn 
you medals, necessary for progression, 
while doing so within a specified time limit 
will earn you a star medal, which is needed 
to unlock certain subs. The missions vary 
from one to the next, including such objec- 
tives as going through all the rings, sinking 
all the enemy ships and taking out an 
enemy station. 

Multiplayer is pure deathmatch, and 
works much like the enemy-sinking missions 
of the single-player mode, but also includes 
more exotic locales, such as hot springs and 
a giant swimming pool. The pace may be 
slower than other games featuring the 
deathmatch formula, but it feels more 
methodical with a deliberate, tactical feel — 
it's definitely satisfying when you score a 
winning blow. Most of the time, the experi- 
ence is smooth sailing - though some occa- 
sional hiccups make tracking and targeting 
opponents rather difficult. 

One thing to note is that while single- 
player and multiplayer each have their own 
subs to unlock, experience and unlockables 
carry over between the two, allowing you to 
improve on the whole no matter which 
mode you choose to play. 

As noted before, Steel Diver: Sub Wars is 
free-to-play, though doing so limits you 
rather significantly. You're allowed free 
reign over the three difficulty levels of the 
first two missions in single-player mode, 
and can ultimately earn one sub in addition 
to the one you begin with. The $9.99 
Premium version, on the other hand, allows 
you to play all seven missions (once you 
meet the requirements to unlock them) and 
unlock 18 different subs, as well as purchase 
additional subs for 99 cents a pop. You're 
also allowed access to 32 different crew 
members (versus the free version's 17), and 
sub customization. 

The free version is good for a taste, but 
even with all the multiplayer modes already 
available there, you'll likely want to spring 
for the Premium version to, 
as they say, "gain the 
advantage over your 
rivals" with a much 
higher ceiling to reach 
for. - DAVID 
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Mix and Match 


BULBASAUR MEETS BEJEWELED in Pokémon 

Battle Trozei, Nintendo's new match-three puzzler in the 3DS 
eShop. Simple puzzle fun with an adorable lick of Pokemon paint, 
Battle Trozei tasks players with grouping three of the adorable 
critters — either horizontally or vertically - to unleash attacks 
against wild Pokémon. By swapping monsters around to create 
combo chains, the player's attack increases in magnitude, ulti- 
mately defeating and "linking" the opposing monster, adding the 
beast to your collection. If it sounds simple, it is — at least, at first 
— and it's a very intentional design choice intended to invite more 
casual audiences. 

There's hidden depth to Trozei that its simplified, friendly expe- 
rience belies, for a number of reasons. The first is the fact that 
Pokémon types do make a difference in this game, meaning that 
starting a chain with a monster of say, the Electric variety, is the 
most effective way to defeat an opponent of the Water type. Once 
the chain has been started with the appropriate type, any 
Pokémon matches can be used to continue it. But when an enemy 
is attacking relentlessly (lowering your health gauge, replacing 
the Pokémon in your arsenal or even invading your play area), 
putting together three Pokémon of the right type becomes sur- 
prisingly taxing. 

Adding to the complexity is the Trozei Chance system, which is 
absolutely integral to success in this game - by linking a group of 
four Pokémon and immediately following up with a grouping of at 
least three, the rules change and Pokémon can be grouped into 
pairs for a brief period. This leads to frantically trying to pair each 
of the Pokémon on screen as they slide into place, matching any 
outliers with raining Ditto (which act as a wild card.) 

Managing these strategies while constantly making groups 
makes for an intense, almost stressful experience when the game 
gets tough, but its easy pick-up-and-play style means the hardest 

part of this game is putting it 


NINTENDO down. - ROBERT 
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SUPER MARIO BROS. DELUXE was а monu- 
mental release for Mario fans back in 1999. It not 
only offered up the original NES game in all its 
glory, but also a portable copy of Lost Levels – a 
game never before seen in the States outside of 
the 16-bit remake version that had appeared in 
1993's Super Mario All-Stars for the SNES. 

But this isn't a 1:1 port either, as Deluxe is a 
bit more zoomed in on the action, resulting in a 
slightly different gameplay feel. In short, it's 
tougher - since you won't be able to see as many 
hazards coming. Thankfully, you can not only 
save by way of the Deluxe package itself, but 
you'll also have the 3DS' Restore Points at your 
disposal. (And you'll need them, as the Lost 
Levels can be brutal.) 

Deluxe offers up a number of changes that 
help make the adventure a little more approach- 
able than what Japanese gamers had to deal 
with on the Famicom, though. You'll begin with 
five lives instead of three. A number of glitches 
are fixed. And a new world map has been added, 
to give the game a bit more flair. (Other smaller 
details have been added too, like moving water 
and animated sprites for Peach and Toad.) 

You'll also be able to replay any stage from 
Super Mario Bros. piecemeal, as you look for five 
red coins, beat a specific score and locate a Yoshi 
egg. On top of that is "You vs. Boo," which tasks 
you with racing a ghost through existing levels. 
It's not groundbreaking, but it's fun nonetheless, 
especially since ghosts get progressively more 
difficult as you complete earlier races. 

That would be enough to justify a purchase 
for any Mario veteran, but when you add in the 
fact that the Lost Levels are completely playable, 
the package gets even sweeter. (Although most 
of the Lost Levels content is here, this release 
lacks a few extras like World 9 and doesn't have 
a challenge mode, essentially making this a 
modified port.) 

Another thing you'll miss by picking this up in 
the eShop is the ability to use any of the Game 
Boy Printer functionality from the original. And 
you also won't be able to access the multiplayer. 
(That standard 3DS VC apathy rearing its ugly 
head again.) And yet another thing to consider is 
that both the original Super Mario Bros. and Lost 
Levels are already available as their own 
separate VC releases in the eShop too. 

So in some ways, you'd be better off hunting 
for the Game Boy Color original to experience 
the real Deluxe, as it's not that rare of a find. But 
having said all that, Deluxe is a must-play for any 
hardcore Mario fan, as it takes the classic SMB to 
a completely new level. A few 
missing features aren't a total 

dealbreaker here. - CHRIS 
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Smaller Screen, 


Bigger Game 


IT'S BEEN A few years since Retro City Rampage was first 
announced, and | was overjoyed when I finally played it on the Wii. 
The game was one of the last truly amazing digital titles on 
WiiWare, and it was easy to see exactly why - its retro look, its 
classic Grand Theft Auto feel and its many playful pop culture ref- 
erences made any longtime Nintendo fan smile all the way 
through its criminal adventure. Now, my smile's gotten bigger 
with Retro City Rampage: DX - because instead of simply porting 
that WiiWare hit over to Nintendo's portable platform as-is, devel- 
oper Brian Provinciano has completely reworked and upgraded 
his original design to create what may be the best version of the 
game ever released on any system. 

The laundry list of improvements would prove difficult to high- 
light as a whole, but 1 do want to focus on a few. All the existing 
missions and Arcade Challenges have been tweaked to give the 
player a better experience and make them more fitting for play on 
Nintendo's handheld. Some missions required quite a lot from the 
player, but Brian really succeeded in making them more enjoy- 
able. The controls are quite smooth and there are some changes 
to make it all more dynamic - the most interesting one is that 
you're now able to jump while shooting, making dodging more fun 
and strategic. And don't forget the 305 touch screen — with it, you 
now have a minimap at the ready. 

There's just one problem to address: framerate drops. The 
game stutters when there's too much action going on, and that's 
annoying. If you can look past that one misstep, though, you'll 
have a blast with Retro City Rampage: DX. 

I'm still smiling just thinking about it. - DAAN 


VBLANK ENTERTAINMENT 


An Incredible Adventure 


THE LEGEND OF ZELDA: A LINK TO THE PAST 


OUT OF ALL of Link's legendary adventures, A 
Link to the Past is arguably his most influential. 
While the elfin hero's most recent outings have all 
struggled to step out of the shadow cast by Ocarina 
of Time, it was his seminal SNES title that had the 
biggest impact on the course of the series, as it 
established the mythos of Hyrule and laid down the 
framework that all mainline Zelda games - Ocarina 
included — would follow. 

Of course, the reason A Link to the Past is still so 
lauded by fans and critics today extends far beyond 
the influence it's had on its own franchise. Even 
now, some 22 years after it was first released, the 
game remains one of the most challenging and 
engrossing titles ever created. Few other games 
can match the depth and grandeur on display in 
this 16-bit classic, with its expertly refined 
gameplay and lengthy quest, which whisks players 
through the sprawling kingdom of Hyrule and its 
dark, parallel counterpart. 

From its opening moments, A Link to the Past 
displays a startling level of growth for the series, 
primarily in terms of its narrative. The game begins 
one dark and stormy night when Link hears a tele- 
pathic plea from Princess Zelda, who tells our 
young hero that she's being held prisoner in the 
dungeon beneath Hyrule Castle. Link's uncle, 
sensing not all is right at the palace, goes to inves- 
tigate - while instructing Link to stay behind. 
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Link naturally disobeys. He leaves home, dashes 
through the downpour and slips into the castle to 
find his caretaker lying wounded in one of its halls. 
With the fate of the royal family now falling solely 
on his young, untested shoulders, Link takes up his 
uncle's sword and continues his mission, fighting 
off possessed guards, freeing Zelda from her cell 
and escaping with the princess through the castle's 
sewers to a nearby sanctuary, where she tells Link 
of the wizard Agahnim's evil machinations. 

Not only is this sequence one of the most 
gripping openings in any Nintendo game, it feels 
almost revelatory now compared to the plodding 
introductions found in most contemporary Zeldas. 
A Link to the Past wastes no time explaining the 
nuances of its controls; instead, it thrusts players 
directly into Link's shoes to discover them on their 
own, nudging them along through narrative and 
level design. This makes the game immediately 
more engaging than recent installments like 
Twilight Princess or Skyward Sword, with their 
sleepy hamlets and excessive tutorials. What's 
more, the game is able to sustain this brisk pace for 
the entirety of its duration, offering an experience 
that's consistently enjoyable and unblemished by 
padding. 

Growth is also evident in A Link to the Past's 
gameplay, which built upon the foundation laid 
down by its NES predecessors. The leveling system 
апа side-scrolling stages of Zelda ІІ have both been 
eschewed for a top-down vantage point, reprising 
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Я 


the general style and structure of the first Zelda 
game. Link's arsenal has also grown considerably 
since his previous journeys, with soon-to-be series 
staples like the Hookshot and the hammer adding 
another layer of complexity to the gameplay. These 
items are integral to solving the game's mind- 
bending dungeons, and each is used frequently in 
navigating Hyrule's vast and rugged terrain, making 
exploration immensely satisfying. 

A Link to the Past's biggest innovation, however, 
comes in the form of the Dark World, a twisted fac- 
simile of Hyrule that players gain access to partway 
through the adventure. Not only does the Dark 
World double the game's scope, it's brilliantly inte- 
grated into the gameplay. Certain outcroppings will 
be inaccessible from one world, forcing Link to 
jump between the two to reach them - and some 
dungeons can only be entered if he triggers an 
action in the other world's corresponding ruins. 
This interconnected relationship makes the dual 
overworlds as much of a puzzle as the dungeons, 
and it feels incredibly rewarding to navigate 
between the two and reach a previously inacces- 
sible area. 

There are many other reasons why A Link to the 
Past remains one of the most beloved installments 
in its series, but suffice it to say the title has weath- 
ered the test of time with grace. If you've never 
experienced A Link to the Past before, now's the 
perfect opportunity to delve into this true gaming 
legend. - KEVIN K. 


MARCH/APRIL 2014 


THERE'S А NEW Mega Man game on 
the way! (It just isn't a video game.) 
Yes, Capcom's helmeted hero is still on 
hiatus from getting any new sequels to 
be played on a screen, but fans will be 
able to control him again soon - on a 
tabletop. The board game developers 
at Jasco Games licensed the use of the 
Mega Man brand from Capcom and 
recently completed a successful 
Kickstarter campaign to fund the 
creation of an all-new, all-tangible 
adventure for the Blue Bomber. 


^ МЕСА МА 
THE BOARD САМЕ 


Capcom may not be making any new games starring the Blue Bomber, but other 
companies - like Jasco Games - are keeping the hero alive. 


The Nintendo Force got in touch with 
the creative minds behind Mega Man: 
The Board Game to get some extra 
insight into just what's in store for us 
later this year. Read on! 


NF: What has the Kickstarter 
brought to the game? 

JASCO GAMES: From the beginning, 
we wanted to use Kickstarter to 
improve the game and bring our vision 
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of Mega Man: The Board Game to life. 
This included new miniatures, profes- 
sional sculpts, high quality pieces and 
new game modes. Kickstarter funding 
specifically allowed us to have 51 
unique miniatures for our deluxe 
version of the game and increase the 
size and scope of the base game. 


The game was announced prior to 
the Kickstarter. Was the Kickstarter 
necessary to make the game? 

We've always said that we were going 
to make the game no matter what 
happened with the Kickstarter, but it 
would have been a bare-bones version 
that just got the general idea of what 
we wanted to get across. With the 
Kickstarter funding, we could include 
things that make the game awesome, 
like the miniatures and alternate 
game modes. 


Is Mega Man: The Board Game based 
on another board game, or does it 
have all-new rules? 


PUBLISHER/DEVELOPER: JASCO 
GAMES RELEASE: OCTOBER 2014 


The board game came to me in a 
dream while | was in New York, staying 
at a Best Western. | wrote it down and 
woke up the next day and realized that 
| had just created Mega Man: The 
Board Game. | contacted Capcom 
months later and began the discussion 
to bring Mega Man to the board game 
format and to our UFS card game. To 
answer more directly, the game really 
isn't based on any existing games or 
game mechanics. 


So what makes it a "Mega Man" 
board game? 

This is the only board game I’ve ever 
seen that performs just like the Mega 
Man video games, while heavily 
including the major Mega Man themes 
and characters. We didn't design it as 
a game that we just want to push a 
license into - as a Monopoly or Risk 
might do - but designed the game 
first based on the video games and 
landed the license later. Obviously, it 
will be a different play experience 
from the video games, but it will be 
very similar and our players will feel 
like this is another part of the Mega 
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DOCTOR WILY'S 
MANY MINIATURE MINIONS 


ts ў go 4 ши > 8 Having an all-new Mega Man game to be able to play with friends and family 
e Ы CI | => | @ will Бе a wonderful thing, but the fact that this one comes with actual, tangible 


figurines of so many memorable characters will give it even more appeal. 
Here's a look at just a few of miniatures that you'll find in the box. 


SNIPER JOE 


The pseudo- 
Proto Man with 
a signature 
green shield, 
Sniper Joe 
was one foe 
who was always 
hard to deal with 
in Mega Man's 
very first 
adventure. 


GOAL  JPLEDGED BACKERS 
$70,000 $415,041 2:539 


Man franchise once it's on tabletops Will Mega Man: The Board Game be 

around the world. available in regular retail stores? In 
which countries will it be available? 

Expansions were a big part of the Yes. During the Kickstarter, we had a 

Kickstarter. For those who might retailer pledge level that allowed 

only be familiar with board games retailers to stock the game. We're also 


42 
(А 


such as Monopoly ог Scrabble (rather 
than those which utilize expansion 
packs), what do the expansions add 
to or change about the game? 

Our expansions add new characters, 
stages and Robot Masters to the 
game. Our first expansion is the Oil 
Man and Time Man pack. We thought 
they would be perfect candidates for 
the expansion since they weren't in 
the original release of Mega Man 1, 
but in a later remake called Mega Man 
Powered Up. [Note: Released in 2006 
for Sony's PlayStation Portable.] 


How large are the miniatures? And 
how is the quality? 


working on getting the game into 
national chains, and have recently 
been working with Hastings 
Entertainment to get Jasco Games 
products on their shelves. 

Mega Man: The Board Game will be 
available in North America, Europe, 
Australia, New Zealand and the Middle 
East as of right now, and we're 
working with Capcom to extend the 
license to other territories like South 
America and Asia. 


Have you given any thought to giving 
the same treatment to other Mega 
Man games, or even other series? 
Mega Man X, perhaps? 


MET (WORK IN PROGRESS) 


Since Mega Man: The Board Game is still in development, not all of its minia- 
tures are finalized quite yet. Here's how the iconic "Hard Hat" is shaping up. 


LI 


SABBOTOL, TACKLE FIRE & PENG 


From the frigid waters of Ice Man's domain to the blazing furnace that Fire Man 
calls home, minions of every extreme are here to serve their Robot Masters. 
Sabbotol is a unique choice to get the miniature treament, as the cactus-topped 
version of the classic Met only appeared in Mega Man Powered Up. 


The miniatures are 40mm tall and are We definitely want to work on Mega 
made out of high quality resin. Man sequels. We know that many 


Several of the miniatures are differ- 
ent forms of the same character, 
such as different poses of Mega Man. 
Are there any in-game differences 
between them? 

Yes. The alternate pose characters 
each have a special ability on their 
character card that's different from 
the standard pose characters. We 
wanted to be able to differentiate 
between these characters and add 
new strategies for players to explore. 


Despite the Mega Man franchise 
being 25 years old, lots of characters 
featured in these miniatures haven't 
been merchandised before (or if they 
have, usually through some obscure, 
hard-to-find pieces from Japan). How 
does it feel to be producing all these 
guys together for the first time? 

It feels really great. I've actually spent 
a fairly good amount of money buying 
Mega Man figures - sometimes 
importing them - and they're really 
not cheap. We know that there are a 
lot of Mega Man enthusiasts out there 
who are excited about the board game 
just because of the miniatures, but we 
really hope they play the game and 
don't just keep it shrink-wrapped in 
their collection! We designed the 
game to be fun and look great, not 
just as a way to pack a whole bunch of 
miniatures into a box. 


people have fan favorites in games 
like Mega Man 2 and 3 that they're 
dying to see. | know personally I'm 
excited for Metal Man and Quick Man. 


Anything else about the game that 
you'd like to share? 

Something we don't talk about a lot is 
the dual functionality we have in mind 
for our miniatures. We don't plan to 
announce the details quite yet, but we 
plan on our miniatures being cross- 
compatible with another game we're 
working on. This would allow all of 
your miniatures to not only play in the 
board game, but also battle in a new 
strategy format later on down the 
road. 


Finally, which character is your 
favorite from the Mega Man games? 
This answer has changed several 
times (each time I think about it, 
actually). From the board game, I 
would have to say I really like Proto 
Man and Roll. Both of them have really 
dynamic poses and abilities that are 
just a blast to play and nice to look at. 
In the franchise overall, that's a very 
hard question ... | almost feel like I'm 
betraying several of my favorite char- 
acters by saying this, but | guess Mega 
Man himself is my current favorite 
character (even above X at this time). 


Our thanks to Jasco Games for 
answering our questions! - DAVID 


ба 
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ВІС ЕҮЕ, 
OCTOPUS BATTERY % WATCHER 


They can see you. 


MONSTER HUNTER 4 


ULTIMATE 


MONSTER HUNTERS, REJOICE! Capcom finally announced in 
January that Monster Hunter 4 Ultimate - based on the updated 
and upcoming Monster Hunter 4G in Japan - will come to the 
West. The only bad news: The 3DS game won't hit our shores until 
early 2015. 

Ryozo Tsujimoto, producer of the series at Capcom, revealed 
the news in a Capcom Unity video during the Monster Hunter 
Festa event in Japan. He told fans to "expect the biggest leap 
forward for the series." 

"Monster Hunter 4 Ultimate will take the players to new 
heights, literally, with more vertical and lateral movement than 
ever," Tsujimoto said. "This opens up new possibilities by expand- 
ing the range of actions to create more fluid and dynamic hunting 
experiences." 

Along with new climbing abilities, one of the biggest features 
for Monster Hunter 4 Ultimate will be online play for up to four 
players, which is a first for the series on Nintendo's handheld. 
While Monster Hunter 3 Ultimate had a Wii U version with that 
functionality, only a 3DS edition of Monster Hunter 4 Ultimate has 
been announced at this time, marking the importance of online 
multiplayer implementation for the mobile system. 

The expanded version of Monster Hunter 4 promises new 
ocales and monsters on top of the already packed title, which 


Western hunters will also come face to face with the shark-like 
Zaboazagiru and lemur-like Kechawacha for the first time (though 
ocalization changes might give them new names.) 

Needless to say, it's an exciting time for Monster Hunter fans. A 
yearlong wait won't be easy, but patience is a virtue. - EVAN 


305 САРСОМ 


ТВА 2015 
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features innovative weaponry like the Charge Axe and Insect Staff. 


TRANSFORMERS: 


TRANSFORMERS ARE ALL about 
change, and as a nice change of pace, it 
looks like the Wii U will be getting the 
same version of their latest game as 
other consoles (rather than a watered- 
down version, as Cybertron Adventures 
was to War for Cybertron.) 

Activision and Hasbro have 
announced that Transformers: Rise of 
the Dark Spark will be coming to 
consoles this Summer as a complement 
to Paramount and Dreamworks' latest 
film in the hit franchise, Transformers 4: 
Age of Extinction. However, while 
Michael Bay's versions of the robots in 
disguise will be gracing screens both big 
and small, they won't be alone on the 
video game side of things. The pre- 
Transformers: Prime (a.k.a. "Aligned") 
versions seen in War for Cybertron and 
Fall of Cybertron will also be involved in 
this multiversal melee. 

Autobots and Decepticons from both 
universes will seek to take control of the 
Dark Spark, a relic said to be as powerful 
as the Autobots' Matrix of Leadership. 
Players will have the opportunity to take 
control of over 40 of these alien warriors 
from across both factions. In the single- 
player mode, they'll be able to switch 


RISE OF THE DARK SPARK 


sides at varying points in the story, while 
the returning Escalation Mode will allow 
four players to team up and cooperate 
online in order to survive the waves of 
oncoming enemies. With it will come 
new, upgradeable defense systems and 
an expanded roster of playable charac- 
ters from the past and present of the 
franchise's lore. 

uniting the two is the promise of a 
new leveling system which works across 
both modes to present a single, "persis- 
tent character development path." This 
means that any experience you gain in 
either mode will unlock awards and 
loadout choices, such as special abilities, 
stronger weapons and, of course, new 
characters to be used throughout the 
entire game. 

While Edge of Reality is handling 
development on the console versions, 
the 3DS will get a separate design. 
Developed by WayForward Technologies, 
the handheld game bearing the name 
will instead be a strategy-based role 
playing game. - DAVID 


wiu 3DS PUBLISHER: ACTIVISION 
DEVELOPERS: EDGE OF REALITY 


(Wii U) & WAYFORWARD (305) 
RELEASE: JUNE 2014 


ІТ SEEMS LIKE there's almost по hope 
of a Spider-Man game reaching the 
height of quality that was bestowed upon 
us with 2004's now legendary Spider- 
Man 2 (which was released for Nintendo's 
GameCube, among many other systems). 
But the Tobey Maguire-lead films are 
forever gone, and now we have to place 
our faith in Andrew Garfield with the new 
"Amazing" film series. 

Thankfully, the first Amazing Spider- 
Man game was a noble effort, drawing 
upon the past examples of some of the 
other more open games in the franchise, 
and sporting a mostly engaging New York 
sandbox. In true movie tie-in form, 
aspects of the film were intertwined with 
outside elements and encounters from 
the comics, a formula that's expected to 
be replicated with 2014's follow-up 
sequel. In fact, Kraven (who isn't in the 


wiu 3DS PUBLISHER: ACTIVISION 
DEVELOPER: BEENOX 


RELEASE: APRIL 29, 2014 


THE AMAZING 
SPIDER-MAN 2 


film) is already confirmed. 

This time around, Beenox is promising 
a more expansive open world, as well as 
more missions within the sandbox itself – 
rather than just a series of hubs that take 
you to linear missions. (As a sidenote, it's 
also been confirmed that the 3DS version 
will be pared down in comparison to the 
Wii U release, as it won't feature the 
free-roam mechanic.) 

The Amazing Spider-Man 2 will also 
have an increased focus on morality with 
the "Hero or Menace" system, encourag- 
ing players to intervene with crimes hap- 
pening around them. Crimes and quests 
will allegedly be more dynamic in nature, 
as mistakes may not simply result in an 
instant failure, but rather a potential 
chase sequence. 

One new mechanic in particular (that 
I'm wary of) is the ability to take control 
of Peter Parker in "detective" scenes, 
which runs the risk of breaking up the 
pacing and fun factor - especially if 
these are too frequent. With all of these 
new additions, it'll be interesting to see if 
everything works together. 

Speaking of concerns, one major 
aspect that's on my wishlist for The 
Amazing Spider-Man 2 is more unlock- 
ables. Although the first game had a few 
surprise outfits and characters to choose 
from, and a decent amount of readable 
comic collectibles too, this sequel could 
take things a lot further with playable 
villains or extra scenarios. 

| don't know that this Amazing Spider- 
Man 2 will be able to match up to 2004's 
amazing Spider-Man 2, but as long as its 
open world is more fun, as promised, I 
think I'll mostly be satisfied. - CHRIS 


LEGO THE HOBBIT 


CAN ANYONE STOP the incredible force that is the LEGO 
gaming franchise? With each passing year, TT Games amasses a 
new collective of hard-hitting Hollywood blockbuster hits, and this 
year its target is The Hobbit on both the Wii U and 3DS. 

But despite its April release, don't expect it to jump ahead of 
the film schedule, as LEGO Hobbit won't cover the entire journey 
of Bilbo Baggins. In fact, it's centered around just the first two 
films — An Unexpected Journey and The Desolation of Smaug. 
Gameplay is expected to be relatively the same as past entries in 
the LEGO series, but developer Traveller's Tales has noted that 
there will be an increased emphasis on building and crafting. 

Specifically, players will be given the power to loot enemies, 
mine gems and craft new weapons, as well as to build new struc- 
tures. How far these elements will go is yet to be determined, but 
hopefully we'll have the chance to really go all-out with our 
creative side. You'll need these newfound powers too, because the 
confirmed locations so far include Rivendell, Bag End, Goblin- 
town and The Misty Mountains. (No places to be without a few 
tricks up your sleeves.) 

In addition to a playable Bilbo and Gandalf, you'll have the 
chance to control the entire dwarf collective - Thorin, Dori, Nori, 
Ori, Fili, Kili, біп, Glóin, Dwalin, Balin, Bifur, Bofur and Bombur. 
Each character will also have their own unique ability in tow (such 
as Bombur's trampoline-like belly). 

Your crew will have their own weapons too, such as Nori's 
mace and Ori's slingshot. In other words, you're going to have a 
lot of choices! Like the LEGO Lord of the Rings series, LEGO Hobbit 
will be fully voiced by the talent from the films. 

In order to get the final piece of the trilogy (which is yet to be 
released in theaters), you'll have to fork over for the "There and 
Back Again" DLC pack, which is set for release this Christmas. 
Hopefully the Wii U edition will actually get that content! - CHRIS 


wiu 305 PUBLISHERS: WARNER BROS. I.E. & MGM INTERACTIVE 
DEVELOPER: TRAVELLER'S TALES 
RELEASE: APRIL 11, 2014 


MARCH/APRIL 2014 33 


š SUE 37 


VARIANT EDITI 


ом 
“ 


CAPCOM. Licensed for use by Archie Comic Pulications, INC. 


34 ISSUE #8: THE ROAD TO MARIO KART 8 


COMICS 


MEGA MAN X: 
THE COMIC BOOK 


Archie Comics X-pands the Mega Man story. 


JASCO'S BOARD GAME isn't the only 
way the Mega Man brand is being kept 
alive outside of the development of new 
video game sequels - Archie Comics has 
also been working hard at crafting new 
stories for the Blue Bomber over the past 
few years. The Mega Man comics have 
proven to be so popular, in fact, that an 
expansion to the line is on its way soon - 
Mega Man X will be stepping into the 
spotligh in a new event, "Dawn of X." We 
got in touch with series writer lan Flynn 
and editor Paul Kaminski to learn more. 


NF: It's been nearly three years since 
Mega Man was launched (congrats on 
reaching that milestone, by the way), 
and all the while, fans have been asking 
for a Mega Man X comic. Why do you 
think now is the time? 

IAN FLYNN: We've had enough time to 
show we know how to handle Mega Man, 
and we've set up the themes and the 
world of the Classic era. Now that we have 
that all established, we can contrast it 
with the world and themes of Mega Man X. 
PAUL KAMINSKI: In the broader picture 
of the Mega Man comic book (really across 
the entire Archie Action line), now is the 
perfect time to launch into this universe of 
stories. We can't give too much away just 
yet, but the events of Dawn of X will have 
a lasting impact and be felt for years to 
come. That, and "X" has been a story we 
ourselves have been dying to dive into 
since the series began! 


Is X slated to get his own book? Or is he 
firmly set as a back-up feature in the 
pages of Mega Man? 

IF: | really want us to get X his own book. 
It's really up to the fans. They've shown us 
tremendous support with Mega Man, and 
continued (and increased!) support brings 
an X book closer to reality. 

PK: The best thing about doing the Mega 
Man comics is reading all the fantastic 
support we've been given by the fans and 
the new readers. It has been the single 
greatest testament to this comic book 
series, and I'm so grateful everyone out 
there has embraced what we're trying to 
do here. Simply put, if you all do the same 
for X, then there will be more X stories! 


Some have noted that Zero appears in 
his resurrected form on some covers, 


rather than his original form seen in 
Mega Man X, Maverick Hunter X and 
various flashbacks throughout the 
series; with that said, where does the 
comic pick up in the history of X? 

IF: Folks need to understand that Zero's 
square-shouldered look is his most iconic. 
It's the one he's worn for ten out of the 
eleven games. For marketing purposes, 
he's going to have that look. In the actual 
stories, we'll be starting out before the 
events of the first game, so he'll have his 
round shoulders. 

PK: The entire Mega Man comic book 
team always remains respectful to the 
franchise, and when it comes to covers, 
the most respectful thing we can do is 
make sure they look the best they can 
possibly look. On the variant cover for 
Mega Man #35, Zero appears with the 
square shoulders because he has his 
iconic sword in hand. The epic sword-slash 
made for a really cool image, so that's the 
one we went with. It's like on the Mega 
Man #1 cover - Rush is there, even though 
he didn't appear in the comics until Issue 
#12. It’s because Rush has become synony- 
mous with the franchise, and it made for a 
better image. 


The one story Capcom has never told has 
been what happened to end the Classic 
era and lead into the X era, as Keiji 
Inafune believed it better left to the 
imagination. Is this almost hallowed 
ground something you intend to tackle 
somewhere in the comic? 

IF: I'm in no rush to explore that period of 
time. We still have years of material to tell 
with Classic, and we're just now opening 
the doors to X. If we, and our partners at 
Capcom, decide that that bridging era 
should be explored, it would be after 
we've fully explored each respective time 
- what comes before and after. 


Looking ahead, you're also coming up on 
a crossover of the classic Mega Man and 
X; can you give us any details there? Will 
the two Blue Bombers actually meet and 
team up? 

IF: There is a deliberate, almost revered 
separation between Classic and X. The 
crossover will be approaching this in a 
clever way where past and future corre- 
late without messing things up in the long 
run. 


Exactly, there's а connection between reading experience. You can expect X 
the two stories but not in the way you comics stories to dive in and explore/ 
might think – plus a (pardon the pun) expand in the same way the Classic comics 
X-factor in the mix that's going to surprise do. 
a lot of folks. Can't wait until people read 
Dawn of X - it's going to shock you! You recently wrapped "Worlds Collide," 

where Sonic and Mega Man met for the 
The Mega Man X series of games, though first time. However, growing up, it 
consistently rated E for Everyone, has seemed like fans were keener on pairing 
been known to occasionally push that X with Sonic (perhaps due to both having 
boundary through bloodshed, some light 16-bit roots). Has there been any consid- 
cursing and some more mature themes eration for an X and Sonic crossover? A 
than its predecessor. Archie is generally "Sonic X," if you will? 
viewed as a family-friendly company, Worlds Collide did so well, I'd love a 
though it's shown it can handle more chance to see how Sonic and X mixed. 
mature content through recent titles Stay tuned. 
such as The New Crusaders, Life with 
Archie, Afterlife with Archie and, Will there be any disadvantage for new 
reaching a bit further back, Teenage readers who pick up the X comic, but are 
Mutant Ninja Turtles Adventures. Where unfamiliar with the X games or the 
can fans expect Mega Man X to fall in Classic comic? 
that spectrum? We're treating X the same as Classic. 
The harsher moments of Mega Man X This is an old franchise, and it's going to 
stand out because they're so few and far be new to a lot of younger readers. We're 
between. X blowing up Sigma's first fol- introducing you to the world of X the same 
lowers is no more violent than Mega Man as how we introduced folks to the world of 
É taking down Dr. Wily's creations. For Mega Man. 

ARCHIECOMICS.COM ссАРСО cations, IN moments like Zero maiming Sigma or lan is fantastic at making the world of 
Double's attack, | think we can work the franchise accessible to everyone, but 
around it without sacrificing the tone or at the same time throwing in lots of Easter 
the audience. eggs and in-jokes that let the fans know 

It's all about how you present those that he knows what he's doing! Bottom 
darker moments, and the X comics will line: X is in good hands. 
approach them differently than the Classic 
comics do. This is a more mature story for Will there be anything that long-time 
a more mature audience, for sure. Capcom Mega Man X fans will want to keep an 
жашда danced а very fine line with the content оп eye out for? 
X in the games, and we're ready to do the You know me - | love my nuanced, 
same in the comics. obscure Easter eggs and name drops. You 


can expect the same in Mega Man X. 
While the Classic Mega Man games are 


usually relatively light on story, the X On that note: Will Green Biker Dude 
series is known to have a bit of a finally be given a prominent role prior to 
stronger narrative from game to game. the scene for which he's most famous? 
What's more, it usually boils down to His legacy will ride on far longer than 
Sigma being the chief cause of the his sprite did. 
Maverick Hunters' headaches. Are there Hey, didn't we see his great great 
plans to explore beyond those boundar- grandfather in Mega Man #18? 
ies and build the world with X as you 
have in the Classic comic (Quake Woman, If X does well, what's next? Could we see 
Emerald Spears, etc.)? Mega Man Zero, or Mega Man Legends? 

There's tons of room to play around in Which would you want to move on to 
the X universe. Who was X's navigator first? 
before Alia? What happened during the six I'd be quite happy to tell the entire 
months between X1 and X2? Did Green timeline of Mega Man - from Classic, to X, 
Biker Dude have a name? Mega Man X to Zero, to ZX to Legends — but that all 
provides a beefier narrative to pull from depends on support from the readers. № 
than Classic, but there's still loads of room you support it, we will work to make it 
for us to explore and have fun. happen. 

The storytelling methodology has to 

be different from comics to video games Our thanks to lan Flynn and Paul 
to best fit the medium. In the series so far, Kaminski of Archie Comics for answering 
even when it comes to game adaptations, our questions! - DAVID 


x ң Y yb we always flesh things out in a way that 
i M P. à A \ makes logical sense for both the continu- 
S n C e ирег ity of the games, as well as the comic book ‘comic 


PUBLISHER/DEVELOPER: ARCHIE 
COMICS RELEASE: MAY 2014 


MARCH/APRIL 2014 35 


CLASSIFIED INFORMATION 


BRAVELY 
DEFAULI 


DEFAULT CODE NEM 


The classic Konami Code work with Square Enix's анына а 


latest ЕРС adventure. £ StartGame | 


TRAVELLING FAR AND wide, (һе Копаті Code has found itself hidden іп ап assortment of 
games not bearing its namesake's banner - and Square Enix's Bravely Default is one of the AR Movie 
latest to reveal secrets to those who know the code. Оп the title screen, select a file and then 


Up, Up, Down, Down, Left, Right, Left, Right, B, A. After you do, a "Special Movie" will be 
revealed which normally only becomes unlocked after you've beaten the game. Beware that 
the gyroscope-sensitive movie links the title to the upcoming sequel and, as such, contains 
some spoilers. - AARON 


MUSTACHE! Cope 17-B TONY CODE 


THE KONAMI CODE works in this TO UNLOCK AN Adventure Mode level FINALLY, ACCESS A nod to 
DSiWare title as well. Enter Start, Up, select as well as all of the Freeplay and Mortal Kombat by entering Start, 
Up, Down, Down, Left, Right, Left, Right, ^ Challenge puzzles, enter Start, Down, Left, Up, Right, Down, Left and 

B, A, Select and Start on the Store Down, Right, Left, Select, then B 17 times | Select, again on the Store screen. 
screen to see Paul's mustache change. on the Store screen. It's nothing M-rated! - BRETT 


CLONE TRADED ITEMS 


Use teamwork to multiply your goods. 


THIS TRICK REQUIRES a bit of coordination with a 
friend. First, fill your pockets with the items that you 
want to duplicate and visit a host's town with them. 
Drop off the items in the town. The host must end 
the multiplayer session. The game save screen will 
appear, including a blue dot spinner. Now, you must 
turn off wireless using the switch on the side of the 
3DS just before the first full revolution of the blue dot. 
Dismiss the connection error that appears. If your 
timing is right, both you and the host will both get to 
keep the items. There goes the economy! - AARON 
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WITH THE RELEASE of Mario Kart 8 fast approaching, 
the Nintendo Force is taking a look back at how far the 
series has come over the past two decades. It would be 
easy to credit its good fortune to the red-capped 
mustache man whose name is in the title, but when a 
spin-off is able to rank among the best-selling video 
game franchises of all time, the secret to its success must 
lie beyond mere name association. 

Mario Kart's consistency is both a strength and a curse 
- new features are introduced at such a crawling pace 
that sequels are often accused of lacking innovation. 
However, thanks to the series' reputation for quality, 
most of those sour feelings melt away after a few laps 
around the track. 

Whether trying to break the course record or challeng- 
ing your friends to a last-man-standing battle royale, 
Mario Kart will elicit shouts of joy, cries of frustration and 
howls of confusion, sometimes all within a 30-second 
span. It's a series in which first-place victory and last- 

place shame can be decided by one lucky spin of the 

item wheel. It's the nexus between chaos and 
order - and fans just can't get enough. 


SUPER MARIO КАКТ 


Mario behind the wheel? Sounds crazy enough to work! 


KIDS WHO PICKED up Ғ-2его alongside 
their Super Nintendo at launch were treated 
to a technical show-stopper that would influ- 
ence future developments in the racing 
genre. But for all its achievements, one 
feature was conspicuously absent: multi- 
player. Nintendo knew it had to correct this 
oversight once its next racer rolled around; 
who could of guessed that the result would 
have an even greater impact not just on the 
genre, but on multiplayer gaming as a whole? 

Enter Super Mario Kart, the perfect blend 
of racing and vehicular combat, all wrapped 
up in a Mario-themed shell. It seems obvious 
in hindsight that attaching a company's 
renowned characters to a pastime like go 
karting would be an easy sell to customers, 
but this was foreign territory at the time. 
What if a massive disconnect formed because 
the audience couldn't accept these characters 
outside their original genre? Of course that 
didn't happen, but it could have! 

Would you believe that Super Mario Kart 
didn't even start out as a Mario game? The 
earliest prototype featured generic avatars in 
overalls, and it was only when the staff chose 
to replace one of the drivers with Mario out 
of curiosity that the pieces began to fall into 
place. Being able to draw from such a colorful 
universe, the team populated the courses 
with Mario iconography - Question Blocks 
would yield items, coins would increase your 
top speed, pipes and sinister Thwomps would 
block the roads, etc. Even the cloud-riding 
Lakitu was given a multitude of duties, from 
starting races to fishing out drivers who'd 
errantly plunged into deep water, lava or bot- 
tomless pits. 

Each racer - from Mario and Luigi to 
enemies like Bowser and even Donkey Kong 
Jr. - had different weight and speed stats, so 
it was up to players to get a feel for who best 
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suited their individual driving styles. Being 
slick behind the wheel wasn't enough to 
ensure victory, however; you also had to 
master the various items, which could change 
the tide in an instant. A well-placed banana 
peel could send an opponent spinning out of 
control, while a mushroom could provide a 
quick speed boost across rough terrain that 
would normally slow you down. 

While conquering the Grand Prix was 
entertaining enough as a solo racer, what 
could be more fun than taking on a friend? 
Remember, this was a game built specifically 
for mutliplayer, as evidenced by the ever- 
present split screen - the display remained 
divided even in single-player, where the lower 
half became either a course map or rear-view 
window. Both players could cooperate 
through the Grand Prix or go one-on-one in 
any of the available tracks. But the biggest 
draw was Battle Mode, which dropped both 
players into an enclosed arena and tasked 
them with bursting the other's three balloons 
using all of the available items. 

The massive popularity of Super Mario 
Kart jump-started the kart racing sub-genre 
and ensured the future of Mario Kart as a 
franchise. Sequels would refine, alter or 
sometimes discard elements introduced in 
previous installments, but they always 
retained the simplicity that made this original 
version so fun and accessible. 


тепі got {Пе hamr 


AF SAVED FOR 60° 


МАКІО КАКТ 64 


Just call me О.К. — because I’m the Drift King! 


WHEN MARIO KART 64 arrived on the Nintendo 
64, players were surprised to find that the hardware 
transition impacted more than just graphical quality. 
Super Mario Kart may have laid the foundation for 
the series, but Mario Kart 64 incorporated a host of 
streamlined features that gave its gameplay an 
entirely refreshed feel. To this day, no other Mario 
Kart sequel has introduced as many significant 
enhancements as this sophomore effort. 

The most obvious change was, of course, the new 
3D graphics. As with F-Zero, Super Mario Kart used 
the Super Nintendo's Mode 7 scaling to simulate 
three-dimensional environments; the downside was 
that all the tracks and their hazards were flat 
textures. The power of the №64 allowed for true 
depth and elevation — courses wrapped around 
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chocolate mountains, passed through dank 
caverns and twisted through a farm full of cows 
(and some annoying Monty Moles). 

Capitalizing on the N64’s four controller 
ports, Mario Kart 64 could be enjoyed by you 
and three other friends. Battle Mode across four 
split screen panels felt a little crowded, but 
coming from the SNES (which required a 
multitap peripheral to allow for more than two 
players in select games), players were more than 
willing to overlook any shortcomings to experi- 
ence the next evolution of party gaming. 

Top speed-increasing coins had been given 
the boot, while item boxes were no longer flat 
patterns on the road but rainbow-colored cubes 
suspended inches off the ground. Items them- 
selves also saw enhancements - red and green 
shells came in both single and three packs (the 
latter of which would orbit your kart as a protec- 
tive barrier), and banana bunches would trail 
behind you to trip up tailgaters who didn’t 
respect your personal space. There was also a 
brand new weapon that caused players no small 
amount of grief — no need to go into too much 
detail about that one... just yet, at least. 

But most important were the improvements 
made to drifting, which would become the 
defining element of Mario Kart strategy in every 
sequel to come. In Super Mario Kart, holding the 
shoulder button while rounding corners allowed 
you to make sharp turns without losing speed, 
yet it lacked a finer degree of control. In Mario 
Kart 64, your vehicle would continue to slide as 
long as you held down the shoulder button. 
Additionally, wiggling the analog stick left and 
right would change the color of your exhaust 
fumes, granting a short Mini-Turbo boost upon 
releasing the button. This technique opened up a 
treasure trove of time-shaving possibilities, not 
just for time trial runners, but even for the most 
casual karter. 
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MARIO КАКТ: SUPER CIRCUIT 


Karts т mirror are indeed as small as they appear. 


MARIO KART SEQUELS began alternating 
between handhelds and home consoles begin- 
ning with Mario Kart: Super Circuit for the 
Game Boy Advance. For the franchise's first 
portable installment, Nintendo looked back to 
the SNES original for inspiration - the GBA had 
difficulty rendering 3D graphics, resulting in a 
sequel more in step with Super Mario Kart than 
Mario Kart 64. 

One of Super Mario Kart's biggest flaws was 
that its flat Mode 7 textures made navigating 
the tracks unnecessarily difficult – heavy pix- 
elation obscured roadside barriers and hazards 
like oil slicks and rocky terrain, while sharp 
turns often appeared without warning. Super 
Circuit, which sported similarly flat tracks, 
addressed the latter issue by flashing traffic 
signs as advance notices — but that only served 
to further highlight the technical drawbacks. 

On the upside, Super Circuit featured 
greater level diversity than ever before. Of 
Super Mario Kart's 20 courses, only eight had 
unique settings, while the remainder were 
variations within those same environments. 
Mario Kart 64 later stepped up with 16 wholly 
unique tracks, then Super Circuit upped the 
count back to 20, tapping the power of the GBA 
to fill the screen with rich colors and back- 
ground flourishes like pyramids, flying for- 
tresses and Princess Peach's iconic castle. As an 


added treat, you could even unlock all the 
original SNES tracks. (Later sequels would then 
continue this trend of featuring "retro" stages 
with heavy coats of graphical gloss.) 

Coins made a return in a big way. In Super 
Mario Kart, you achieved top speed by collect- 
ing 10 coins, with additional ones serving as 
buffer against coin loss due to damage or 
falling off the track. In Super Circuit, your 
speed continued to increase up to 55 coins, 
making it possible to outrun even homing Red 
Shells! Who knew that pocketing street change 
could be so beneficial? 

Drifting similarly reverted to the old style of 
sharp turning with minimal slide control, albeit 
with the addition of Mini-Turbos. However, 
Mini-Turbos were triggered not by wiggling the 
control pad left and right as in Mario Kart 64, 
rather by releasing the shoulder button to exit 
a drift just as your kart centered on the track. 
As such, these were much more difficult to 
execute, placing the technique firmly in pro 
player territory compared to Mario Kart 64's 
more accessible method. 

Grand Prix, Versus and Battle multiplayer 
modes remained on the docket, but playing in a 
group demanded more investment than on 
home consoles – each player needed their own 
GBA, a copy of the game for each device and a 
link cable. It was possible to play using only a 
single cartridge; however, your options were 
limited to a handful of tracks in Versus, and 
everyone had to play as Yoshi. Considering 
these hurdles, it's not hard to understand why 
Super Circuit was the least multiplayer-friendly 
entry in the entire franchise. 


PLAYING 
IT TODAY 


When Nintendo drastically 
slashed the price of 3DS 
hardware by 80 dollars in 
mid-2011, the company 
announced the "3DS 
Ambassador Program" to 
apologize to early 
adopters who'd already 
paid full price. Several 
free game downloads 
were given away, includ- 
ing Super Circuit. 
unfortunately, the freebie 
was a bare-bones port — 
multiplayer was inacces- 
sible. (VC apathy again.) 
Your only option for the 
full Super Circuit experi- 
ence is to track down a 
used copy along with a 
spare GBA - at least until 
Nintendo decides to 
release it in the Wii U 
eShop, where it will hope- 
fully be uncompromised. 
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THE GAMECUBE ERA was a period of experimentation in which many of Nintendo's 
most recognizable properties went in unconventional directions - Mario strapped on a 
water pack, Fox McCloud did his best Link impersonation, Link did his best Saturday 
morning cartoon impersonation and Samus invited players to literally see the world 
through her eyes. Then there was Mario Kart: Double Dash!!, a revival of Mario Kart 
64's 3D gameplay, devoid of unexpected surprises — other than the fact that two riders 
now shared a single kart. 

Despite its overall focus on multiplayer, the Mario Kart series has never developed 
in such a way as to negatively impact the solo experience. Double Dash!!, however, 
placed so much emphasis on its new dual rider mechanic that many players felt that 
the other elements were given less attention. Chief among the complaints was how 
tracks felt shorter and less varied, resulting in fewer strategic approaches to course 
navigation compared to previous games. (And that's not even touching how inconse- 
quential having a second driver was when you were playing by yourself.) 

But all those concerns took a backseat (literally!) once a friend joined the party. You 
could compete head-to-head as before, or you could hop aboard a single kart, delegat- 
ing one player as driver and the other as gunner, with the ability to swap places via 
simultaneous pressing of the Z Button. Having two players also meant that you could 
carry two items at once, granting more freedom to use items only at the most oppor- 
tune times. 

Battle Mode saw its first major shakeup since the series began with the inclusion of 
two new minigames in addition to Balloon Battle: Shine Thief and Bob-omb Blast. In 
Shine Thief, whoever held onto the Shine the longest without having it stolen was 
declared the winner; in Bob-omb Blast, points were earned for successfully blowing 
your opponents away using an inexhaustible supply of explosive Bob-ombs. 

And were four-player kart sessions starting to feel routine? Then you could bump 
the player count up to 16 over LAN! Double Dash!! was only one of seven titles that 
made use of the GameCube's Broadband Adapter; thus, low adoption of the attach- 
ment made experiencing the game in its purest form an unlikely scenario. To be clear, 
the adapter did not allow online play in Mario Kart - although fan-made tunneling 
software such as Warp Pipe and XLink Kai eventually made such a feat possible. 


FEATURES 


SINCE THE ВЕСІММІМС, Mario Kart has 
been a triumph, with each entry sitting com- 
fortably among the best-selling titles on its 
respective system. However, it wasn't until 
Mario Kart DS that it became a transcenden- 
tal phenomenon. No previous Mario Kart had 
crossed the 10 million threshold, but Mario 
Kart DS coasted past 20 million almost 
effortlessly! 

What made this specific sequel so 
special? It introduced many new features 
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that exponentially grew the franchise's 
already lengthy replay value. From the debut 
of true online support to a beefy single- 
player Mission Mode, it was truly a complete 
package. 

Driving was every bit as smooth and 
responsive as in Mario Kart 64, with greater 
importance placed on drafting, a technique 
that granted a short speed boost by moving 
your kart close behind an opponent and 
catching their slipstream. Drafting was 
possible in Mario Kart 64, but it was far 
more common here, making offensive 
driving a risky yet rewarding endeavor. 

Further expanding player strategy was 
the wide selection of vehicles. Starting with 
Double Dash!!, driving stats were deter- 
mined by not only which character class you 
pulled from but also which kart you selected. 
If you wanted to truly conquer the game, you 
had to become a master of adaptability. 

Then, of course, there was the online 
mode, which allowed you to challenge local 
friends or speed demons residing in the four 
corners of the world. Sadly, the fun of online 
multiplayer was nearly killed by the prolif- 
eration of an exploit known as snaking. By 
selecting light karts with exceptional 
handling, it was possible to drift down 
straightaways, giving skilled players the 
chance to perform consecutive Mini-Turbos 
and gain overbearing leads. 

Because it was such a high-level tech- 
nique, novice racers were at the mercy of 
more knowledgeable opponents, thereby 
limiting victory to those who could effec- 
tively spam this single technique. The DS 
was not designed to accept software 
patches, so there was no easy way for 
Nintendo to address player complaints - you 
just had to hope and pray that your competi- 
tors subscribed to the honor system. 
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PLAYING IT TODAY 


As with Mario Kart DS, Mario Kart Wii will likely remain in 
stock at your local brick-and-mortar store for many years to 
come. As such, it's unfortunate that Nintendo will be 
shutting down the Wi-Fi Connection service for both the DS 
and Wii less than two weeks before Mario Kart 8's launch. 


MARIO KART Wii 


Hey! You got your Excitebike in my Mario Kart! 


RIDING HIGH OFF the stellar success of 
Mario Kart DS, Nintendo worked towards 
growing the player base even wider with 
this next sequel. Because the Wii was the 
go-to console for newcomers and lapsed 
gamers, Mario Kart Wii was designed to be 
the ultimate, one-size-fits-all racing opus. 

Mario Kart Wii bumped the total Grand 
Prix driver count up to 12 from the eight 
seen in previous games, making the roads 
feel more crowded than ever before. 
Additionally, karts were no longer the sole 
means of transportation – motorbikes 
offered a fresh visual change, as well as a 
gameplay tweak through their slightly dif- 
ferent handling. 

As a marquee Wii title, Mario Kart Wii 
featured a motion control scheme for a 
more natural driving simulation. By holding 
the Wii Remote horizontally or inserting it 
into a special steering wheel shell (like the 
white plastic Wii Wheel, packed with the 
game), you could use gyroscopic tilt control 
to weave your way down the track. Purists, 
of course, had the option to use use either 
the Classic or GameCube controllers. With 
so many alternative schemes, players with 
lesser gaming experience could instinctively 
join the fun alongside seasoned veterans. 


If the online capabilities of Mario Kart 
DS were merely adequate, those of Mario 
Kart Wii were in a class all their own. At the 
core of the online experience was the Mario 
Kart Channel, a hub that provided highly 
detailed leaderboards and charted your 
growing skill with simple numerical ranks. 
You could also participate in global 
Nintendo-scheduled tournaments, which 
often modified track parameters from what 
normally appeared offline. 

And what of snaking? For Mario Kart Wii, 
the old method of wiggling left and right to 
perform Mini-Turbos was altered - colored 
sparks now generated automatically after 
holding a drift over a set period of time. 
While snaking was still possible, it was less 
likely to be executed in rapid succession, 
much to the relief of its past victims. 

Not all was roses and sunshine in multi- 
player land, however. Free-for-all Battles 
were no longer possible, as each match 
forced team play. The rules of Balloon 
Battle were also altered so that instead of 
aiming to be the last driver with balloons 
intact, players popped balloons to earn the 
most points before time ran out. For a 
game otherwise bursting with variety, these 
unalterable parameters felt restrictive. 
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AFTER SIX INSTALLMENTS that either 
incorporated the game's platform directly 
into the name or adopted a catchy subtitle, 
Nintendo decided to settle on a traditional 
sequel number for Mario Kart's seventh. 
Perhaps the company thought a name like 
"Mario Kart 3D" made the game sound too 
much like an enhanced remake of the 
original. Who knows? 

Mario Kart 7 was slightly scaled down 
from Mario Kart Wii's massive scope - the 
racer count was reduced back to eight, and 
motorbikes were returned to the shop for 
service. Instead, players were treated to a 
new kart transformation mechanic that 
allowed for more variety in track design. 
When launching off ramps and into the air, 
hang gliders sprouted from your vehicle's 
rear; when plunging into water, your kart 
became a submersible craft. The latter 
feature added a new dimension to the 
game's retro tracks, as returning favorites 
with normally out-of-bounds water traps – 
like Koopa Troopa Beach from Mario Kart 64 
or Daisy Cruiser from Double Dash!! - had 
new areas available to adventurous drivers. 
(Or is that divers?) 

New items spiced up combat, including a 
Super Leaf that sprouted a Tanooki tail 
which could be used to swipe at nearby 
competitors, and the rare Lucky 7 that gen- 
erated a barrier of seven unique items, from 
Koopa shells to invincibility stars. You could 
also switch to a first-person driving view, 
turning your entire 3DS into a steering 
wheel thanks to its built-in gyroscope - a 
novel if rather annoying feature, especially 
if you were trying to maintain the visual 
sweet spot while stereoscopic effects were 
active. 
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After an extended absence, those speed- 
increasing coins made a return, but their 
function was altered to be less game- 
breaking compared to Super Circuit. The 
maximum number you could hold was 
capped at 10, while any additional coins 
acquired would grant a short burst of speed 
not unlike a Mini-Turbo. Speaking of speed 
bursts, so many methods for speed gains 
had been introduced over the years that 
Mario Kart 7 became exceptionally friendly 
to time trial runners. 

Track design greatly benefited from all 
these strategic options available to players, 
resulting in some of the most fun courses in 
the entire series. As an added twist, three of 
the new tracks - Wuhu Loop, Maka Wuhu 
апа the latest iteration of Rainbow Road - 
were so long that, instead of having to run 
three laps, you only had to complete a 
single circuit! 
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THE MARIO KART series has followed a rhythmic 
ebb and flow, with sequels introducing wild new 
features, chucking out old ones and then shifting in 
reverse for the follow-up. Some gamers mark Mario 
Kart DS as the highest point in the series. Others 
say that Mario Kart 7 has had more trouble than 
ever before at masking the chinks in the franchise's 
worn armor. And still others declare that the 
formula was perfected on the first try with Super 
Mario Kart. But even if perfection lies in the past, 
the call of the open road is too strong for Mario and 
company to take off their driving gloves anytime 
Soon. 

Nintendo rests its hopes on Mario Kart 8 to turn 
the struggling Wii U's fortunes around, but if the 
game turns out not to be Nintendo's golden ticket, 
it won't be due to lack of effort. On the contrary, 
Mario Kart 8 is poised to be the series' biggest 
entry yet, taking every single improvement and 
feature from its predecessors, stacking them atop 
one another and then sealing the cracks with fan 
service and high-definition pizzazz. 

Motorbikes are back on the docket, along with a 
brand new all-terrain buggy class. Players can once 
again choose among multiple control schemes in 
both motion and traditional flavors - the Cube 


MARIO KART 


controller is sadly no longer an option, though. 

All the speed-boosting techniques from the past – 
from collecting coins to performing tricks off ramps 
- are at your disposal as you embark upon the 
12-гасег Grand Prix. And, of course, a selection of 
tracks from throughout the series' history, 
upgraded to incorporate modern elements, awaits 
nostalgic players. 

Building upon the vehicle transformations of 
Mario Kart 7 are magnetic tires that allow for anti- 
gravity maneuvers along inverted tracks — notice 
how the "8" in the game's logo is actually a Móbius 
strip? It's ironic that the Nintendo franchise to 
bring physics-defying racing into HD is not F-Zero, 
but Mario Kart. Could this be taken as a sign that 
F-Zero's decade-long absence is about to end, or is 
Kart's absorption of that series' signature feature 
the final nail in Captain Falcon's coffin? 

Ever since Mario Kart DS took Kart's action 
online, each follow-up has improved upon the basic 
capabilities, introduced new ones and squashed 
problematic exploits. Mario Kart 8 ups the ante 
with Mario Kart TV, a way to post video highlights 
of your racing prowess on Miiverse. PlayStation 4 
and Xbox One owners may find this to be similar to 
those machines' video sharing functions, which 
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have ргоуеп to Бе exceedingly popular with the 
online community - this bodes well for the kind of 
reception Mario Kart TV will receive. 

Several new drivers introduced over the years, 
such as Waluigi and Daisy, have become mainstays. 
Others have not been blessed by the same staying 
power - we'll always remember you, Donkey Kong 
Jr.! As a mascot racer, Mario Kart thrives on the 
diversity of its roster, which is about to receive a 
massive injection with the arrival of all seven 
Koopalings! The iconic villains from Super Mario 
Bros. 3 have been slowly returning to the spotlight 
over the last 10 years, but Mario Kart 8 will be the 
first time they're actually playable! 

Mario Kart 8 is still a couple of months away, but 
the remaining wait will be worth it if it can manage 
to become the new pinnacle of the series. Find out 
if it claims the gold with our review next time! 
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CRASH TEAM RACING 
PLAYSTATION, 1999 


THE IMPACT OF MARIO KART 


Success breeds competition - behold а few of the contenders for the kart racing crown! 


JUST AS SUPER MARIO BROS. kicked off the 
golden age of platformers, Super Mario Kart 


inspired a candy-coated combat racing revolution. 


Most efforts failed to make a splash, but a small 
handful have been able to not only match Mario 


Kart in quality, but also surpass Nintendo's vener- 


able series in some respects through innovation 
and attention to detail. 

The first big success story came from former 
Nintendo second-party studio, Rare. Less than a 
year after Mario Kart 64 arrived on Nintendo 64, 
Rare released Diddy Kong Racing in time for the 
1997 holiday season. Starring Donkey Kong's red- 


DIDDY KONG RACING DS 


capped compadre, it sported a grand adventure 
mode complete with an overworld and hidden 
trinkets to find, both inside and outside of races. In 
addition to karts, players could also zoom around 
in airplanes and hovercrafts! Diddy Kong Racing 
was one of the N64's surprise hits, paving the way 
for an enhanced DS remake in 2007. 

Over in the Sony camp, Naughty Dog's Crash 
Bandicoot did his darnedest to be the unofficial 
face of PlayStation. His platforming titles may not 
have been as groundbreaking as Super Mario 64, 
but they were beloved all the same. However, 
though 1999's Crash Team Racing played extremely 
safe with the foundation laid out by Mario Kart 64 
and Diddy Kong Racing, it was so polished that it 
easily outclassed both in nearly every category. 
Crash returned to the road twice more after the 
franchise went multiplatform, but neither could 
hold a candle the PS1 original. 

Sonic the Hedgehog has starred in several 
racers over the years — such as Sonic Drift, Sonic В 
and Sonic Riders — but all were marred by deeply 
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flawed game designs. That cycle was broken with 
Sumo Digital's Sonic & Sega All-Stars Racing in 
2010, which assembled not only Sonic characters, 
but also stars from throughout Sega's history. (Why 
Sonic even needed a car is up for debate, but all 
agreed that Sega had finally found its answer to 
Mario Kart.) Two years later, the stakes were raised 
with Sonic & All-Stars Racing Transformed, featur- 
ing transforming vehicles that echoed Diddy Kong 
Racing's trio of rides across land, air and sea. 

Sony returned to the go kart field in 2010 with 
ModNation Racers for PlayStation 3. Developed by 
United Front Games, this game followed the 
LittleBigPlanet approach to robust user-generated 
content. You constructed an avatar from scratch, 
then went to town on building the biggest, baddest 
raceways your mind could dream up and sharing 
them with the world. These features were later 
expanded in LittleBigPlanet Karting, which curi- 
ously shelved the ModNation IP in favor of more 
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SELECT 


THE Wii U VIRTUAL CONSOLE SERVICE IS EXPANDING TO INCLUDE 
NINTENDO DS TITLES. HERE'S OUR WISHLIST. 


a normal one. Rather than simply put together a list of our top picks for DS games to come to Wii u, 
12 members of the Nintendo Force have instead selected two titles apiece: one likely candidate to appear, 
and another total longshot that probably has no chance. Turn the page to see if you agree! 
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KEVIN C.S PICKS 


KIRBY MASS ATTACK & BARNYARD BLAST 


definitely deserves a spot in the Wii U's DS Virtual 
Console library. The title once again proves that Nintendo loves to use Kirby as 
their guinea pig for unique and innovative gameplay ideas. What's more fun than 
controlling a herd of Kirbys via stylus controls, all while making your way through 
a traditional platforming adventure? It almost plays like a mix between standard 
Kirby and Pikmin! unfortunately, this title didn't get too much time to shine as it 
launched after the 3DS had arrived, causing it to get lost in Nintendo's next-gen 
shuffle. On the opposite end of the spectrum is Barnyard Blast, a hard-as-nails 
platformer in which you play as an anthropomorphic pig named Cliffy Belmart. 
The title pays homage to classics like Castlevania, but it never really reaches the 
same level of platforming perfection. Factor in a very limited release and little- 
to-no recognition from the gaming media and you have a title that hardly anyone 
knows exists. Seems like it's going to stay that way! 


Assembly} Ice Cream 


DAAN’S PICKS 
RHYTHM HEAVEN & WARIOWARE ОЛУ. 


Nintendo series that I truly love, it's Rhythm Heaven. The 
colorful and bright rhythm action games tell fun and lovable stories, while being 
atrue challenge at the same time. The Nintendo DS version needed to be held 
like a book, and this should work perfectly on the Wii И GamePad. The flicking, 
tapping and interacting with the screen would be perfect, as you can still look at 
the other half from close by. Less likely to appear is WarioWare D.LY. It was an 
excellent take on its series' microgames format, as it gave the player some really 
nifty tools — you were able to create your own microgames and add the sound, 


)) | | | р i j graphics and actions that would fit the experience. While this could work well on 
i A : Р y the Wii U GamePad, the game is focused on these microgames and the action of 
“1 ` н ` 


Set art to CONE and hold. 
eat (Еа); 


sharing your creations with the online community. With Nintendo Wi-Fi 
Connection shutting down soon, | don't know how likely it is that we'd be able to 
do that any more. For that reason alone, it seems unlikely that this title will make 


( ) ( ) ( ) an appearance on the Wii U Virtual Console. 


DAVID'S PICKS — 


NEW SUPER MARIO BROS. 
TINGLE'S BALLOON FIGHT 


to figure out why New Super Mario Bros. is an obvious choice for 
the Wii U's Nintendo DS Virtual Console: it's the best-selling game of all time on 
the platform, and it stars the company's mascot to boot. Why wouldn't they 
release it there? It wouldn't even be surprising if it were one of the first games 
they chose to release. Of course, considering that the original's phenomenal sales 
were no doubt spurred (at least in part) by an 18-year gap between new side- 
scrolling Mario games, | could also see why Nintendo might not jump the gun on 
this one. Make no mistake, though - if it isn't there at or near launch, it's only the 
inevitable being delayed. On the other hand, it is with regret that one of the most 
unlikely is probably Tingle's Balloon Fight - it's a Japanese-only Club 
Nintendo-exclusive game starring Tingle. Any single part of that sentence would 


(0022610 һе reason enough alone, but together? You сап forget about it. 
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Minutes Before Death 


ROBERTS PICKS 
GHOST TRICK & OKAMIDEN 


game in the DS library that deserves another shot at finding an 
audience, it's Ghost Trick — half Phoenix Wright, half Geist, this underrated gem 
crept out toward the end of the system's lifespan and never really found the 
foothold it deserved. Taking the role of recently deceased Sissel, players must 
possess nearby objects to solve puzzles and ultimately find out just who Sissel 
was when he was alive, and why he was killed. It's a rollercoaster ride of plot 
twists and surprises, with fantastic animation and a killer soundtrack. Capcom did 
re-release Ghost Trick on iOS devices, so it's not unreasonable to believe they'd 
be willing to give it another shot on the Wii U too. Capcom would also do well to 
re-release Okamiden, the sequel to critical hit Okami - playing as the son of the 
last game's lupine protagonist, Okamiden is a huge adventure game where the 
stylus is used to harness the young pup's celestial powers. Sadly, Capcom decided 
to pass up the Wii U for Okami HD, so we're not holding out hope for this one. 


— ала n B R ETT’S Р | С К$ 


ТЕТКІ5 DS & TINGLE'S FRESHLY-PICKED 
ROSY RUPEELAND 


quite possibly, the best version of Tetris ever. It's also one of the 
rarest. Nintendo has not seen fit to reprint this early DS title that packs seven 
different and enjoyable styles of Tetris into one cart. Whether you choose 
Standard, Catch, Mission, Touch, Puzzle, Multiplayer or Push Mode, you're sure to 
have a great time – and it would be a joy to play over the Nintendo Network (if 
the Big N could upgrade it to support that). Tetris DS also boasts numerous injec- 
tions of Nintendo nostalgia and great music remixes — every mode has a different 
old-school NES theme. This title is simply a must. Tingle's mouthful of a game is 
the one true Zelda spin-off, combining elements of the Zelda games with one of 
the most irreverent casts, objectives and gameplay elements the DS ever saw. 
Never released in North America, few have experienced the wild adventure that 
has players gather as many rupees as possible to raise the tower that eventually 
leads Tingle to Rupeeland. Players find themselves bargaining, making maps, 
cooking, dungeon crawling, collecting, selling, battling and more. Besides, who 
wouldn't want to play the game that introduced Tingle's dog, Barkle? 


NEAL'S PICKS 


PICROSS 3D & ALPHABOUNCE 


of the puzzle genre, Picross 3D might be one of the mos 
unsung marvels of the 21st century. It came out late in the DS' life, but it's a 
unique take on a great logic puzzle concept that has tons of content and a variety 
of difficulty levels. This release likely wouldn't be a landmark DS Virtual Console 
title, but | think it would show up on the service at some point. | know Га double 
dip no matter what. AlphaBounce, meanwhile, is one of the best DSiWare games 
you probably never played. The 2010 downloadable game takes the concept of 
Arkanoid (you might know it as Breakout or Alleyway) and puts an RPG wrapper 
over it. Your paddle represents a mining spaceship, and you need to upgrade it so 
you can find a way through space to get back to Earth. It likely won't hit Wii U's 
Virtual Console, as DSiWare titles will probably be kept separate while the VC 
lineup focuses on bringing back retail games instead — but you might still want to 
pick up AlphaBounce through the 3DS eShop. 
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CHRIS' PICKS 
CASTLEVANIA: DAWN OF SORROW & NI NO KUNI 


was a magical experience on the PS3 with the 
addition of the "White Witch" storyline, the DS game offers up some of its own 
magic. Although the general theme of both versions is the same, there are a lot 
of differences between the two, most notably the enhanced focus on magic and 
the crafting of spells on the DS. Sadly, the odds of a traditional DS localization are 
slim to none, mostly due to Bandai Namco's reluctance to localize the game's 
massive in-game tome, the Wizard's Companion. (With the added power of the Wii 
U, however, anything is possible!) On the flipside, a number of Castlevania games 
are already available on the Virtual Console, so it's safe to say that Dawn of 
Sorrow could make it over at some point. As a direct sequel to Aria of Sorrow 
from the Game Boy Advance, Dawn was a quality follow-up that offered up a 
number of fun DS-centric features that didn't get in the way of gameplay. 
It helps that there's more content than the average Castlevania game, too. 


JONATHAN'S PICKS 


CASTLEVANIA: ORDER OF ECCLESIA 
GAME CENTER CX 2 


of reasons to love all three Castlevania games on the DS, 
but Order of Ecclesia is my favorite of the bunch. Instead of trying to match the 
size and depth of Symphony of the Night, Ecclesia is all about linear, NES-era 
Castlevania action at its start. This allows for the focus to return to the things 
that the original Castlevania games were based on - careful spacing of enemies 
and obstacles, properly timing your movements and more. As the game unfolds, 
more and more interesting power-ups are unlocked until the game more closely 
resembles the standard "Metroidvania" that fans have grown to love. I'd be happy 
to have the excuse to play through the game again on the Wii U. Still, there is no 
other DS game I'd like to have another shot at than Game Center CX 2 (the never- 
localized sequel to Retro Game Challenge). CX 2 includes remixes or enhanced 
sequels to most of the games from its predecessor - like action platformer 
Haggleman, shmup Cosmic Gate and RPG Guadia Quest Saga - and tons of new 
games. Standouts include the beautifully animated brawler Super Kung Fu 
Fighting and the maze action game Wiz-Man. 


TONY’S PICKS 


BANGAI-O SPIRITS & THE FAMISTA DS GAMES 


for Sega Dreamcast was a succession of ever more 
abstract setpieces in which the titular mech literally rained cataclysmic destruc- 
tion upon anything that moved. Bangai-O Spirits successfully squeezed that 
manic action onto a DS card, in addition to offering a robust level editor and a 
novel way to share creations — custom stages save to your PC as sound files and 
are loaded by playing the audio into the DS microphone. Such a feature could put 
the GamePad's microphone to good use should Spirits make its way onto the Wii 
U Virtual Console. Next, consider Bandai Namco's Pro Yakyuu Family Stadium (or 
"Famista"), a cartoonish, arcade-style Japanese baseball franchise that originated 
on the Famicom. The primary reason | desire at least one of its three DS install- 
ments as an import VC release is because I played the originals as a child and am 
feeling rather nostalgic. Aside from that, | find most contemporary Western 
sports games to be too entrenched in simulation territory, so it would be nice to 
have more accessible fare one way or another. 
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KEVIN К.5 PICKS 


ANIMAL CROSSING: WILD WORLD 
POKEMON HEARTGOLD & SOULSILVER 


I'm fairly confident we'll see on Wii U's Virtual Console is Animal 
Crossing: Wild World. Not only was it the most successful installment of its series 
to date, sales-wise, it's also one of the most unique thanks to its original holidays 
and events. Plus, it would be a nice way to introduce Wii U owners to the series 
while they wait for the new console's own inevitable installment. But while Wild 
World should be a relative shoe-in to appear on the service, | don't think we'll see 
Pokémon HeartGold and SoulSilver arrive on Wii U. I'd love to be proven wrong, 
but given the fact that we're still waiting on the Game Boy Pokémon games to 
appear on 3DS' Virtual Console (three years after the system launched), it doesn't 
seem all that likely that we'll get the DS titles anytime soon. That's certainly a 
shame, as HeartGold and SoulSilver more than deserve a place on the service. 
But at least we can still play them on 3DS, thanks to its backwards compatibility! 


Newid Isle 


THOR'S PICKS 


DRAGON QUEST IX & SUPER ROBOT TAISEN 
OG SAGA: ENDLESS FRONTIER 


lot of good memories from Dragon Quest IX: Sentinels of the Starry 

Skies: the high level of customization in creating your characters, the silly pun- 

tastic names and references used throughout the game, the ability to avoid 

Desmonda || Lester Clarence random battles thanks to being able to see your potential assailants on the map 

as you explore, the enjoyable and sometimes heartstring-pulling story and the 
(literally) never-ending supply of treasure maps to explore — all of these made С ASCHEN | 
this one of my favorite games of 2010. My favorite memories, however, involve 

being able to play this game with my kids thanks to the local wireless co-op. 

Hopefully, if another new Dragon Quest game wings its way to the 3DS, this 

option will be included. | also enjoyed Super Robot Taisen OG Saga: Endless 
Frontier, a very fanservice-filled, well-written, funny JRPG with an exciting take т 

қ = > L NEXT CHARACTER w 

on the way to battle your enemies - pressing certain buttons during the attack \. Achen Brodel 
sequences would add extra hits or even summon another character to help with г. Einst Hund 


the battle. Here’s hoping it gets considered for the Wii U eShop too! x 3. Kaguya Nanbu 
| wu. Einst Herz 


EMILY'S PICKS 


THE LEGEND OF ZELDA: PHANTOM HOURGLASS 
GRAND THEFT AUTO: CHINATOWN WARS 


Phantom Hourglass has a good chance of appearing 
on the Virtual Console for a variety of reasons — it was the first Zelda game to 
appear on the Nintendo DS, which also made it the first Zelda game to implement 
touch screen controls. The game featured 3D cel-shaded graphics and followed 
up on the events of Toon Link’s life beginning immediately after The Wind Waker 
ended. The touch screen is used for drawing a path for your boomerang, creating 
a route for your ship and solving puzzles along the way. One DS game that might 
not be released on Wii U VC is Grand Theft Auto: Chinatown Wars. Executives at 
both Rockstar and Nintendo expressed disappointment in the game’s sales when 
it was initially released in 2009. That’s pretty unfortunate, since Chinatown Wars 
is considered one of the highest rated games on the Nintendo DS. Rockstar says 
that Nintendo's audience wasn't a good fit for a game that revolves around crime. 
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WALUIGI КАСЕ$! 


Nintendo's plan for this upcoming Kart series sequel 

was to do a full rebranding of the franchise, marketing it as Waluigi Kart 1— 
unfortunately, they made that call too late and the boxes had already been 
printed with that old "Mario Kart 8" logo. (Rumor has it that Walmart locations 
will be applying a sticker to cover up the now-incorrect branding on each 
package.) Regardless of what's on the outside, though, it's what on the inside 
that counts (just like Waluigi, with his heroic heart of gold). Waluigi will be the 
main character in this series reboot, as he'll be available on the character 
selection screen from the start of the game, he'll be able to drive any kart or 
bike he wants and he'll be given a boost in top speed and acceleration over all 
the other characters to more accurately reflect the more efficient aerodynam- 
ics of his healthy physique. The true marketing push featuring Waluigi will 
ramp up in the remaining months before release, but it's already begun! Just 
look at this official screenshot released by Nintendo - Luigi's puttering along 
like a loser, and who's ahead of him, leading the race? Waluigi, that's who! 


++. 


2014: THE YEAR OF WALUIGI! 


Nintendo has realized that dedicating 2013 to Luigi was a mistake. Time to make it right! 


IN A RARE but applaudable move by green who nobody even likes any way. 
Nintendo, the company has apologized Shigeru Miyamoto declared the Luigi 
to its fans for declaring 2013 as "The celebration officially over on March 18, 
Year of Luigi" and spending so much 2014, which was about time – what 
time focusing attention on that guy in kind of year lasts for 14 1/2 months? 


WORLD TOUR WALUIGI 


GOLFS! 


The developers at Camelot Software Planning were the true visionaries who first brought 
Waluigi to life in 2000's Mario Tennis for the Nintendo 64. Since Nintendo has admitted that 
they've improperly cared for the character themselves, Camelot has been asked to step back in 
and help push the purple-clad hero back into the spotlight where he belongs. Waluigi will be the 
most powerful, most attractive golfer on the golf courses of the Camelot-developed Mario Golf: 
World Tour when it's released to stores on May 2 - his naturally thin frame and bow-legged 
stance are perfectly suited to being an incredible champion on the greens. As for why it's still 
called "Mario Golf"? Again, poor timing. Boxes are already printed. 
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Anyway, Shiggy then hung his head Everyone's favorite Nintendo char- 
in shame, President Satoru Iwata acter ever since his debut 14 years 
announced that they'd both be taking ago, Waluigi has long been overdue 
a drastic cut in their salaries to make for serious recognition from Nintendo. 
up for the mistake and the pair then Let the celebration begin! - LUCAS 


took a first step toward making things 
right by announcing that 2014 would 
be dedicated to a true Nintendo hero: 
Waluigi! 


СОМІСВКЕАК 


KARST, WALVIG] Time]! 
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WHO ELSE WOULD DRAW WALUIGI LIKE THIS? 


SERIOUSLY. 


BASEBALL 


WALUIGI FIELDS! 


In one of his most unexpected appearances during The Year of Waluigi, Waluigi will appear 
as the shortstop who fields hits in the Bat Master minigame of Rusty’s Real Deal Baseball. 
He won't be present by default, though - you'll have to haggle with Rusty to unlock him. 


WALUIGI FIGHTS! 


Now this one’s pretty ingenious on Nintendo's part - the company's 
usually pretty straightforward with their marketing for upcoming games, 
but they managed to plan ahead a bit to prepare a major surprise for 


battle! Smash players the world over were disappointed when Waluigi 
was only utilized as an Assist Trophy character іп 2008's Super Smash 
Bros. Brawl, but all will be forgiven later this year when the new Smash 
debuts for 3DS and Wii U and Waluigi appears on the battlefield as a 
fully-fledged fighter. The ingenious part? Game director Masahiro Sakurai 
fooled everyone by coming out and announcing that Waluigi will be 
nothing more than an Assist Trophy again! That sneaky guy — he’s just 
trying to lull all of Waluigi’s fans into a false sense of despair, setting 
them up for the incredible true reveal of his playable status later on 
this year . . . right? Right! 


WALUIGI, | 
CHOOSE YOU! 


Pokémon Battle Trozei has already been released into the 3DS eShop, but 
the game that's on sale there isn’t all there is to offer – the developers at 
Genius Sonority are hard at work preparing a paid DLC package that will 
enhance the game to include Waluigi. Matching three, four or five 
Waluigis in a row or column on the playing field will inflict Super Effective 
damage on any type of Pokémon, regardless of their type's natural 
resistances. (Waluigi himself is classified as a Poison/Fairy-type.) 


"You wanted a variety of different № \ 
April Fool's jokes? Too bad! 
WALUIGI TIME!” - WALUIGI 
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А MARIO 
КАЕТ 
VICTORY 
COLLAGE 


SUPER MARIO KART 
SNES, 1992 


ОК, so the scene that appears above never actually happens in Super Mario Kart — but | was having 
such trouble nailing down a favorite victory moment to feature that | decided | couldn't pick only 
one! (Hence, the composite screenshot creation you see above.) After you've completed an entire 
Cup challenge in the Kart series’ original installment and finished in first place overall, your chosen 
character ascends the podium to be presented with a golden trophy — which is spit out by a huge, 
floating Cheep Cheep lazily drifting across the screen. The victor then pops the cork on a bottle of 
celebratory champagne and strikes the fluttering fish with it — popping it like a balloon — and then 
he or she performs some kind of parlor trick with the bottle. Toad's is the most puzzling — for some 
reason, a beanstalk sprouts from his bottle. What's he drinking, anyway? - LUCAS 


CHARACTER 
PROFILE 


From the stars to the racetrack and even into the field of adventure, the cosmic mama 
Rosalina has made quite a few appearances in her short time as part of the Mario series. 


FIRST APPEARANCE 
SUPER MARIO GALAXY (2007) 


Her star 
will keep 
With Mario's help, La ПС rising as 
the Comet s DAL 5 she joins 
қ Е Observatory Into í "i : the roster 
Finds new family is restored | of the next 
with the Lumas Smash! 


Power Stars Bowser 


stolen by causes 
Loses her mother Bowser trouble in -and 
outer space she gets 
again... replaced as 
Mario's hub 
world host by 
a pudgy purple 
guy named Lubba 
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Rosalina made her first appearance in Mario's When Princess Daisy first appeared in 1989's In the sequel to her debut, Rosalina acted as a Though playable in Mario Karts on the Wii and 
premiere title for the Wii. Though she didn't Super Mario Land, it would be more than 10 much more secretive, mysterious character. beyond, Rosalina's first turn at being a 
take part in the action herself, she wasn't the years before she made her first playable She didsn't appear throughout the course of playable character in a Mario platforming 
typical damsel in distress the series is so well appearance in another Mario title. For the game, revealing herself in the flesh only at game came in Super Mario 3D World. Similar 
known for either. She and her family of Lumas Rosalina, she made hers less than a year after the end. Despite this, she did send letters to to her appearances in those titles, however, 
passed on their knowledge of traversing the her debut! Joining the ranks of Mario Kart Wii the Baby Luma who accompanied Mario on his players must unlock her first. Combining attri- 
cosmos to the plumbing protagonist so he as an unlockable character with Luma at her adventure. Interestingly enough, when Mario butes of different characters for greater leaps 
could seek out the numerous stars that side, she would be the first-ever female char- encountered a particularly tough challenge he and traction, Rosalina is armed with a Spin 
powered her Comet Observatory. This would acter to be designated as part of the "Large" couldn't overcome after several tries, a Attack just like the one used by Mario and 
allow them all to travel to the center of the weight class, bumping elbows with the likes of Cosmic Spirit resembling Rosalina (in much Luigi in the Super Mario Galaxy titles. While a 
galaxy, where Bowser stood ready to enact his Bowser, Donkey Kong and Wario. Following the same way Cosmic Mario resembles Mario) potent maneuver, she unfortunately loses use 
master plan with the captive Princess Peach this appearance, she's been a part of every appeared to assist them by taking over his of it when she acquires most of the game's 
at his side. Mario Kart game since. body. An astral projection of Rosalina herself? selection of power-ups. 


BYDAVIDOXFORD 


Rosalina is seriously tall. Princess Peach 
already made Mario look short and squatty, 
but Rosie stands another head taller than her. 
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IS SHE ROYALTY? 


Though she sports a crown of silver, Rosalina's actual royal 
bearing seems to be something of a mystery. Though her 
name is never officially prefaced with the title of "Princess," 
she's referred to as "a lonely princess" in a bio from Super 
Mario Galaxy, and numerous fans have taken to referring to 
her as such. But whatever her current regal status may be, 
her development tells a different story – Prima's strategy 
guide for Super Mario Galaxy reveals that during the game's 
production, one idea was for Rosalina to be related to none 
other than Princess Peach herself, which wound up informing 
her somewhat-similar design. However, what relation they 
would have shared remains unknown. 


Lumas occupy Rosalina's Comet Observatory, and over the 
course of Mario's quest in Super Mario Galaxy, they provide 
help in a variety of ways. One Luma (that is actually named 
Luma) can often be seen accompanying Rosalina in many of 
her appearances. At first, he joined Mario's journey and 
granted him his Spin maneuver, 
but he'll next be accompanying 
Rosalina into Super Smash Bros. 
as a sidekick she can control 
remotely. 
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“ will watch over you 
» 
from beyond the stars. 


-SUPERMARIOGALAXY (2007) 
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According to Super 
Smash Bros. director 
Masahiro Sakurai, "It is said 
that the entire cosmos is 
beneath Rosalina's gown." 


ROSALINA'S STORYBOOK 


One of the most popular aspects of Rosalina's character is the storybook she 
reads to the Lumas over the course of Super Mario Galaxy. Written by the 
game's director, Yoshiaki Koizumi, it tells the tale of a young girl who came 
upon a rusted spaceship containing a Luma waiting for its mother. Repairing 
the spaceship and then launching it, the two set off into outer space to find her 
themselves, finding Star Bits to sustain themselves and a comet upon which 
they could live. Eventually, more Lumas came to join them, with the girl 
becoming their adoptive mother, and she would only return to visit her home 
planet once every 100 years. Koizumi would later reveal to Nintendo Power 
magazine that he would enjoy seeing Rosalina's Storybook published as an 
actual storybook for children. In the meantime, someone else at Nintendo did 
turn it into an actual book, with only one copy made for Koizumi himself. 


TS NEW TO ME! 


Our teenaged correspondent takes on the 16-bit origin of the 
Kart series — which was released six years before he was born. 


AND THEY'RE OFF! Zooming around thematic tracks, 
Super Mario Kart is non-stop! This racing adventure did 
not disappoint in gameplay or in difficulty. 

The thing that stuck out to me over and over about 
Super Mario Kart is the speed of its gameplay. Every 
race starts slow, with one or two А.1. opponents inevita- 
bly pulling forward ahead of the pack. For a while, | had 
a huge challenge catching them, and | couldn’t reach 
first place in any race. 

But then, | began to notice coins laying scattered 
across each course and | wondered what it was they did 
— so | set out to collect as many coins as possible in my 
next гасе. І turned tight and focused on every spot of 
gold to grab each glittering group - and then I picked 
up speed! When | gathered around 25 coins, | was 
roaring into victory, leaving behind a jumble of A.I. 
rivals. 

Once I realized the coins gave me speed, every race 
became a collection mission for the first few laps, then 
arace to get in front of the opponents who'd pulled 
ahead, then a speedrun to stay one step ahead of the 
other racers and their shells! 

It didn't end there, though! As I raced on new 
courses, new dangers were presented. Edges and cliffs! 


Mud that sucked speed! Moles jumping out of the dirt! 
Lakes! Walls in the track! These were not much of a 
problem in the first few laps, but once | had some coins 
and | was speeding along, they became much harder to 
avoid and could ruin an entire race with one mistake. 

It's easy to be sucked into frustration because of 
how delicate the balance between victory and defeat is. 
You have to collect coins, but if you spend too much 
time building your coin count, you won't have enough 
time to catch up to the leaders. You have to take some 
turns very tight, but others extremely wide - and one 
slip-up can be enough to ruin a race. 

Many of the tracks have built-in shortcuts you can 
only access with the Feather, an item that launches you 
into a super jump over walls, lava or empty space to a 
new section. Items also lose and gain usefulness based 
on the track you're on. The Star gives you invincibility 
and a speed boost, and terrain won't decrease your 
speed while it's active. If you're lucky enough to land a 
Star on a grassy or ice level, then you can cut past 
everyone by driving straight through the grass, mud or 
snow. However, on ghost or lava levels, there's nothing 
to cut through — so you're left trying to navigate tight 
turns with a kart that's more unwieldy than normal! 

That feeling you get, once you've collected enough 
coins and you're seriously faster than everyone else in 
the race, but at any moment it could be ended by a wall 
or a shell or a turn taken too sharply or a banana peel? 
It's wildly fun! Yet it's not even safe when you have a 
massive lead, because Bowser is always so far behind 
the pack that you'll inevitably run into him as you're 
about to lap him, and he has an unlimited supply of 
fireballs to ruin your day! 

Super Mario Kart is a nerve-wracking experience, 
but the sense of victory at the end of the cup, when the 
gold trophy is literally dropped on your head, has few 
comparisons in the land of video games! - TEAGAN 


ORIGINAL RELEASE: SNES, SEPTEMBER 1992 
PUBLISHER/DEVELOPER: NINTENDO 


FEATHER FAME 


Anyone who started playing Mario Kart 
games with any of the series' sequels 
after this original installment — 
meaning millions of people – would 
probably be most taken aback by the 
appearance of Super Mario World's 
Cape Feather in the item rotation 
alongside the shells, stars and banana 
peels still commonly seen in newer 
entries in the series. When used, the 
Feather would cause your kart to leap 
spinning into the air – it was a double- 
purpose item in that the jump could be 
used to dodge an incoming projectile 
(if your timing was impeccable), or, 
more importantly, it could let you soar 
over boundary walls or gaps in the 
track to access shortcuts in some 
courses. It was a huge advantage to be 
able to cut corners with the Feather's 
leap, yet it was so game-changing that 
it's actually not surprising that it was 
removed from all future sequels' item 
selections – the hunt for a Feather 
became too much of a focus and ulti- 
mately detracted from the core racing 
experience. 


ONE & DONE? 


Another element that never reap- 
peared after this original Kart? Donkey 
Kong Jr. as a playable racer. Of course, 
that's a conclusion that's up for some 

debate. Mario Kart 64 included the 

ing Donkey Kong Country 

version of DK in its roster, so if you 

subscribe to the theory that DK Jr. 

simply got older and became that 
Kong, then this tank top-wearing ape 
wasn't a one-and-done after all – only 

his wardrobe was. (For more Kong 

family debate, flip back to Page 6.) 
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THE FIRST AWARDS 


With the first rollover of a new year, Nintendo 
Power announced the first-ever Nintendo Power 
Awards to look back at the best titles released for 
the Nintendo Entertainment System throughout 
1988. The winner in each of eight categories 
would take home a coveted Nester Award, named 
and modeled after the magazine's ever-confident 
red-headed mascot. (At least, we can only assume 
they did, as we've never seen a real, live Nester 
Award for ourselves.) Player's Poll entrants for 
this issue would vote for nominees, and 25 chosen 
entrants would walk away with the eight winning 
games for Best Graphics & Sound, Best Challenge, 
Best Theme/Fun, Best Play Control, Best 
Character, Best Ending, Best Player vs. Player 
and the best Over All. 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


THE FIFTH ISSUE of Nintendo Power picked up 
right where the last one left off — at least where 
Zelda 11: The Adventure of Link was concerned. The 
Pros' guide showed how to find and conquer the 
fifth and sixth palaces of greater Hyrule, and it even 
offered help for getting to the Great Palace at the 
journey's end. However, once the barrier guarding 
the hiding place of the Triforce of Courage was 
raised, Link — and players — were on their own. 

Before there was the Electronic Entertainment 
Expo (E3), the Consumer Electronics Show (CES) 
was the place to be in order to see what was to 
come in the world of video games. None other than 
Nester himself was on hand in Las Vegas to give his 
report on the goings-on at the four-day winter 
event, which highlighted such upcoming titles as 
Mega Man 2, Teenage Mutant Ninja Turtles, Who 
Framed Roger Rabbit?, Double Dare, Back to the 
Future and Mattel's Power Glove (often misattrib- 
uted to Nintendo). Plus, a contest offered its winner 
atrip to that summer's CES show in Chicago! 

After taking care of the past and the future, it 
was back to the present for this issue's cover story: 
Ninja Gaiden. Eleven pages carried players through 
the first three acts of the game, leaving off with a 
peek of the remaining three acts to come in the 
game that essentially revolutionized the use of cin- 
ematic cutscenes in the video game industry. 

Six pages dedicated to Hudson's Adventure 
Island would follow, culminating on one side of the 
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POWER PAD PARTY 


Long before Wii Fit and the Wii Balance Board, 
there was the Power Pad. To kick off its release, 
Nintendo Power offered a feature in this issue 
called "Power Pad Party," which gave a closer look 
at three of the games available at launch for the 
new peripheral by inviting two teams of kids to 
compete against one another in each of them (and 
wear shirts of matching colors while doing so, of 
course). Dance Aerobics, Super Team Games and 
World Class Track Meet were the fields of battle 
for the red-wearing Power Pros and the gold-clad 
Nintendo Nuts. (Spoiler warning: the Pros 
emerged victorious.) Getting a bunch of kids 
together to play upcoming games and pose for 
promotional pictures while having fun is a PR 
strategy still employed by Nintendo to this day! 


issue's poster. The other half featured a dynamic 
image of Strider Hiryu, leading into this issue's 
previews. Three pages were given to Capcom's 
futuristic ninja, followed by two pages of Cobra 
Triangle, six for The Adventures of Bayou Billy and 
four for the Teenage Mutant Ninja Turtles. 

Counselor's Corner covered queries about Zelda 
II and Mickey Mousecapade, while a massive eight- 
page Classified Information dispensed pointers for 
everything from Adventure Island to Zelda 11. 
Speaking of Zelda II (as many did), Nester's latest 
adventure took him to a local library where he 
would not only stumble upon a book about Link's 
latest adventure, but also apparently coin the 
catchphrase used by the Hyrulian hero throughout 
the first part of his tenure as a cartoon star: "Well, 
excuuuse me!" 

First-party games ruled the day on the Top 30, 
as Super Mario Bros. 2, Zelda 11, The Legend of 
Zelda and Mike Tyson's Punch-Out!! captured the 
top four slots. Elsewhere in the issue, fun was had 
with an April Fool’s joke, trivia questions and even 
some picture puzzles. 

Video Shorts was highlighted by California 
Games and a new Rating System which ranked each 
game's Graphics & Sound, Play Control, Challenge 
and Theme/Fun. In addition, each "Power Meter" 
came in pairs, so readers could assign their own 
ratings! 

Finally, Pak Watch closed things out with a bit 
about the original Dragon 
Quest coming West as 
"Dragon Warrior." 


Everyone is really a winner 
with the Power Pad and 
these three terrific games. 


PERIPHERALVISION 


POWER PAD 


Taking a look back at some Nintendo titles that are likely 
lost to time and will never be re-released — because they 
relied entirely on peripherals. First up? Power Pad games. 


IN 1987, THE Nintendo Entertainment System was 
riding high. Gamers were sinking their teeth into the 
likes of Castlevania, Mega Man, Metroid and The 
Legend of Zelda for the very first time, and everyone 
couldn't wait to see what was coming next. Amidst 
this legendary lineup, Tokyo toy titan Bandai 
released a peripheral in America called the Family 
Fun Fitness mat, and two games to play with it: 
Stadium Events and Athletic World. 

Previously released in Japan as the Family Trainer, 
this multi-colored mat was covered with several 
pressure points that allowed players to control 
games with their feet. The release was limited, but 
Nintendo of America saw great potential in the 
device and picked up its distribution rights, rebrand- 
ing the Family Fun Fitness mat as the Power Pad. The 
game released alongside it also got renamed — 
Stadium Events became World Class Track Meet. 

The foot-powered Power Pad was unleashed onto 
the American public in August 1988, and Nintendo 
had so much faith in the device that they even 
bundled it with the NES itself. The "Power Set" 
featured the Pad and World Class Track Meet, and 
also included the Zapper light gun, Duck Hunt and 
Super Mario Bros. 

The Power Pad's double-sided mat is a sight to 
behold – aesthetically, it's very much a product of its 
time. Its measurements are approximately three feet 
long by another three feet wide, and it's covered in 
red and blue "buttons." It's very thin, but it's also got 
some padding in it (which makes a delightfully nos- 
talgic crinkling sound whenever it's moved). 

Of the Pad's two sides, it was Side B that got most 
of the attention. It features a color scheme that 
matches most NES accessories, as well as a full com- 
pliment of 12 buttons. (Flip back to Page 3 to take a 
look at that side.) It's strange that Side B was desig- 
nated as "B" at all, since five of the six Power Pad- 
compatible games used it as their primary input. 

On the flip side (see what I did there?), Side A was 
an enigma wrapped in a strange, soft plastic shell. It 
did absolutely nothing with almost every game, and 
its hollow white and blue design and obvious missing 
button fields made it seem oddly unfinished. It had 
an air of mystique around it though, and that helped 
give the accessory some of its charm. (But that only 
took it so far.) 

unfortunately, most kids grew tired of the 
Power Pad fairly quickly — but those who didn't cut 
its cord off to use the Pad as a winter sled were 
treated to one of the strangest peripheral-based 
libraries of half a dozen titles ever conceived. 

You could dress like a crab, chase criminals п —/_ 


Central Park, make burgers, play "Twinkle Twinkle prat 


Little Star" with your feet, compete against a man- 
bear in the Olympics and prevent chickens from 


exploding. It was just the sort of party experience 
modern titles like Just Dance have become known 
for, except with considerably more charm. 

Power Pad games have a spectator sport quality 
built in, as they're just as much fun to watch as they 
are to play. They're also experiences that simply 
cannot be properly replicated without the Power Pad 
itself, and as such are extremely unlikely to ever be 
re-released in any official way. 

The Power Pad's legacy isn't dead though. One 
could argue that the Wii Balance Board is a direct 
descendant, and Bandai even made a new version of 
the Pad in 2008 with the Active Life series for the Wii 
— complete with a new mat and several new games. 

It may look silly, but in many ways the Power Pad 
provides the perfect example of an alternate control 
option done right. It's a fascinating footnote in 
Nintendo's history. - KRIS 


WORLD CLASS 
TRACK MEET 


This game has the unique distinction of simul- 
taneously being one of the most and least 
common games in the NES library. While World 
Class Track Meet is very easy to find, its 
original release, titled Stadium Events, is con- 
sidered the rarest licensed NES game ever 
created. However, barring a few minor graphi- 
cal details, the two games are identical in 
every way. Players compete in several 
Olympic-style events, including the long jump, 
100-meter dash and hurdles - the goal is to 
run and jump in place well enough to defeat 
your opponents and take home the gold. 
There's a rather enjoyable single-player mode 
that has you competing against athletes with 
animal names, such as Turtle, Bear and 
Cheetah. They look normal enough when 
they're introduced, but if they happen to beat 
you in a race, they suddenly sprout freakish 
animal heads! As enjoyable/disturbing as that 
may be to see, this game is best enjoyed with 
friends. The jumping events can be especially 
fun when you figure out that, in lieu of actual 
jumping, you can simply step off the Pad, 
leaving your character flying through the air 
for an obscene amount of time. Just make sure 
to touch down before you fall over! 


SUPER TEAM 
GAMES 


This is a game that looks great on paper, but 
never quite hits the mark. You control a cute 
little athlete dude, and you compete to make 
your way through obstacle courses. Events 
include jumping over logs, rolling a gigantic 
ball exclusively via body slam, crab walking 
(while inexplicably wearing a gigantic crab 
outfit) and more. There are also a handful of 
multiplayer-only modes, as well as a skate- 
boarding game that's way less enjoyable than 
it sounds, thanks to this title's biggest flaw: the 
controls are jittery beyond belief. There are 
some great ideas built into the control 
schemes - like the game reacting to your 
actual air time when jumping off the Power 
Pad — but running and jumping with any level 
of precision is an absolute chore. For some 
reason, if your running veers off the game's 
preset rhythm, your character will start 
hopping uncontrollably, effectively killing any 
momentum you've built up. And the faster you 
try to go, the worse the problem becomes! 
That may sound maddening, but the true test 
of your sanity will come in the form of this 
game's unforgiving soundtrack. High-pitched, 
short and repetitive as sanding wood, it is the 
very definition of the word grating. 
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STREET COP 


Street Cop is the touching story of a police 
force rookie named Little Ben. You see, Ben 
always dreamed of becoming a detective so he 
could clean up the mean streets of his 


lifelong dream a reali 
guessed, this isn't any 


normal NES controlle 


hometown - and it's up to you to make his 


ty! As you may have 
ind of sports simula- 


tion — rather, it's the one and only action game 
created for the Power Pad, and also the only 
game that has you simultaneously using a 


r in your hands, too. 


When you think about i 


ments. If done correctly, 


scheme is so utterly ins 


tion manual first! The c 
your chase circles, whil 


while 10 and 11 are your 


controller's A Button, w 
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easier to actually go ou 


, it’s not that crazy an 


idea. The controller in your hands takes care of 
the action, while the Pad controls Ben's move- 


this could have been a 


fairly immersive experience - but the control 


ane, it's nearly impos- 
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ATHLETIC WORLD 


Here we have the only game to utilize the 
Power Pad's illustrious Side A. Athletic World is 
similar in concept to Super Team Games, 
except more single-player focused and far 
more entertaining. The game consists of 
several side-scrolling obstacle courses, each 
with its own theme. There's a basic hurdles 
event, a forest trail where you have to dodge 

running animals, a level in which you run 
through a pyramid and dodge bats (for some 
reason) and a really cool stage called "Hop a 
Log" where you have to hop on one foot to 
make your way across several logs in a river. 
The bad news is this game suffers from the 
same erratic jumping glitch as Super Team 
Games. The good news is this doesn't affect 
the coolest event there is: Rafting. For this 
event, you stand on the center buttons while 
your character's raft moves automatically 
down a river. You have to dodge obstacles by 
stepping left or right while simultaneously 
jumping over or ducking under hurdles. 
Jumping is handled the same way as in other 
games (by actually jumping), but ducking 
requires you to bend down and press the two 
top buttons without taking your feet off the 
center buttons, effectively making you literally 
duck. Who knew bending over could be so 
much fun? This one is a Power Pad must-play. 


RELAX AND 
ENJOY. 
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DANCE AEROBICS 


Judging by that screenshot, you probably think 
you know exactly what this game has to offer. 
Well, you'd be half right. The primary modes of 
Dance Aerobics are exactly what you'd expect. 
You mimic the movements of your hilariously 
'80s-garbed aerobics instructor, and the better 
you do, the more points you earn. Besides the 
surprisingly high-quality voice samples, it's not 
very noteworthy. However, if you open up the 
menu for "Pad Antics," you'll be treated to 
what I can only imagine were a handful of 
ideas for other Power Pad games that never 
quite made it out of the oven. You've got half- 
baked concepts like "Tune Up," which turns the 
Power Pad into a noisemaker. (Seriously, all 
you do is step on buttons and make sounds. 
Like the oversized piano that Tom Hanks 
played with his feet in the movie Big.) Then 
there's "Mat Melodies," which is essentially a 
rudimentary Dance Dance Revolution - the 
game plays some music, then you try to mimic 
the song by stepping on corresponding notes. 
(You haven't lived until you've performed 
public domain songs with your feet.) But the 
most perplexing of the bunch would have to be 
a game called "Ditto." Have you ever thought 
to yourself "Say, Twister is a fun game, but 
wouldn't it be even more fun if | played it 
alone?" If so, Ditto is the game for you! 
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Тһе final games released for the Power Pad 
were Eggsplode! and Short Order. These 
games are unique for a few reasons: they were 
developed by Tose instead of Bandai, they 
came only as a combo cartridge containing 
both titles and they were released exclusively 
in North America. Short Order (called "Jump 
Burger" in development) is essentially 
"Simon," except instead of following flashing 
lights, you're building ridiculously tall burgers. 
The game begins with your character working 
behind the counter of a fast food restaurant, 
when an anthropomorphic animal comes in 
and orders a burger with a funny name. For 
example, your first customer is a mouse who 
orders the "Sewer Burger. Hold the cat." From 
there, you're shown a diagram of your Power 
Pad with the buttons laid out to correspond 
with various burger ingredients. Your animal 
customer will show you step by step what they 
want on their sandwich, and you have to mimic 
their movements by jumping from ingredient 
to ingredient. Played solo, this would be a per- 
fectly average game, but when you gather a 
few friends around the mat, it transforms into 
something far more entertaining. Watching 
your friends jump from one side of the Power 
Pad to the other while trying to remember 
whether the lettuce or the cheese came first is 
quite an experience. Ог if you prefer some- 
thing more cooperative, you could always work 
together to try to conquer the dreaded 99- 
story challenge, wherein an obese pig requests 
the "Hog Burger please. Make it sloppy!" 


001000 


EGGSPLODE! 


Eggsplodel, on the other hand, is a much more 

frenzied experience than its counterpart. This 

game takes place inside a chicken coop. There 
are 12 chickens sitting on nests arranged to 


match the buttons on 
game starts, several 


he Power Pad. Once the 
mischievous foxes run 


around the coop, placing bombs under the 


chickens - it's up to t| 


he player to step on the 


corresponding buttons to eliminate the bombs 


before they explode. 


t seems simple enough 


at first, and the game lulls you into a false 


sense of security with 
and easy early levels. 


some rather calm music 
hen the difficulty ramps 


up, the music gets faster, more foxes start 


scurrying around and 


hey introduce new kinds 


of bombs that require multiple steps to 
destroy. Meanwhile, you have to be careful not 
to accidentally break any eggs that appear, 
because two wrong steps will result in a Game 


Over! Much like Sho 


rt Order, this one gets 


exponentially more outrageous with others 
around. Because of the inherent time limit 


involved in destroyi 


ng bombs before they 


explode, you'll often find yourself frantically 
leaping from one side of the Pad to the other, 


or laughing at a frien 


d who's trying to do so. 


It's one of the most fun games released for the 
Power Pad - but it definitely shouldn't be 
played with anything fragile around. 
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INTERVIEW 


NF: What were the games that 
inspired you to get into the industry? 

I first got into gaming 
when | was about six years old. Му 
father bought my brother and I a ZX 
Spectrum and we used to spend hours 
playing on it. | also used to spend ages 
typing in code listings for games only 
to have the computer crash just when 
I was about to finish! | used to love the 
old Ultimate games and also one of 
my favorite games from that time was 
a game called Head over Heels. | loved 
how it created interesting puzzles by 
combining the two different charac- 
ters. When I got a little older, | was a 
huge Sega fan and played games like 
virtua Fighter and Sega Rally end- 
lessly — those guys were just like gods 
to me. | was actually quite late coming 
to Nintendo. It was only Super Mario 
64 and F-Zero that made me sit up 
and take notice of their games. I also 
admired 1080? Snowboarding on the 
N64 immensely. The way they created 
this feeling of actually travelling 
through snow just hasn't been 
bettered since. 


Jennifer, you earned a degree in 
Computer Science, and if our 
research is accurate, Phil studied 
computer programming in college. 
How well did college prepare you for 
working in the gaming industry? 

I think 
my Computer Science degree was a 
good basis for getting into video 
games. It gave me a good foundation 
to learn the game-specific aspects 
later on. I’m glad that | did it and 
found it very helpful, but it's impor- 
tant to remember that it was just a 
foundation - to become a game 
creator, | had to learn a lot about 
game design and game programming 
in my free time, and later at work. It's 
true what so many people say: making 
games is best learned while making 
games. A Computer Science degree is 
definitely an advantage, and I'm 
happy I took this path. 


| studied Computer Science at uni- 
versity. At the time there were no 
game-specific courses, and so this 
seemed like the best way to get into 
games. Even now, I feel like a 
Computer Science course gives 
possibly the strongest preparation for 
someone who wants to get into games 
programming. What it didn't prepare 
me for were all the things that are 
specific to games. Starting work at 
Rare was a real trial by fire, and my 
first three months were very challeng- 
ing. 


How did you end up getting jobs at 
Rare? 

I'd always been a huge Ultimate 
fan from the earliest days that I 
started playing games, but Га lost 
track of them in the years when they 
disappeared for a while. Then | used 
to read Edge magazine avidly when | 
was at university, and Rare always had 
a full page ad in there every month. | 
used to dream of getting a job there, 
but if I’m honest, | never even 
remotely imagined that | would be 
able to do it. When | got near to com- 
pleting my final year, | wrote a letter 
to Rare applying for a job. | didn’t hear 
anything back for quite some time, so 
| assumed that they just weren't inter- 
ested. Then a little while later, | got 


this gorgeous laminated brochure 
through the post with a letter asking 
that | come for an interview. | just 
couldn't believe it. When | went for the 
interview, there was an extensive test, 
and then an interview with Chris 
Stamper and Martin Hollis. The very 
next day, | received a letter offering 
me a position as a software engineer. | 
remember all of this as if it was yes- 
terday, because it left such a strong 
memory in my mind. It’s still one of 
the best days of my life. 


What was it like to work on AAA 
budget titles vs. your work now with 
Nyamyam? 

| feel like I've come full circle. 
When | started at Rare, it felt very 


indie. The teams were really small – 
with at most three programmers – 
and the whole vibe was much as it is 
for us at Муатуат now. There were 
no obstacles or long meetings. 
Everything was just quickly decided 
and done. Usually something could be 
tried sooner than it would have taken 
to get approval in later years. As the 
years wore on, teams got larger and 
larger until eventually pretty much 
the whole of Rare was working on 
Kinect Sports. 


Phil, did you play Mario Kart 7? If so, 
what was it like to see so many the 
mechanics that you helped create 
with Diddy Kong Racing finally make 
it to Nintendo’s "big" Kart racing 
series? 

| have to say that | didn’t play 
Mario Kart 7. In recent years, I’ve 
somewhat lost touch with Nintendo's 
games apart from a couple of the 
really standout ones like Super Mario 
Galaxy. Diddy Kong Racing was very 
innovative at the time. The idea of an 
open-world racing game | don’t think 
had been done before, but has been 
done many times since. | clearly 
remember when | first joined the 
team and they showed me ОКЕ and let 
me play, and | was blown away. | can 
say that over the years we borrowed a 
lot of ideas from Nintendo, so it’s nice 
to see them borrow some back! 


Jennifer, you started your career at 
Acquire (Way of the Ninja, Way of the 
Samurai 3) in Tokyo. How did your 
experiences working in Japan inform 
your decisions in creating Tengami? 

Acquire are famous for being very 
authentic with their feudal Japanese 
games, putting in details that most 
Japanese people don’t even know 
from their own culture. The president 
of Acquire and various other members 
of the company are real history spe- 
cialists in that sense. It was great 
learning from them about traditional 
Japanese culture. But | think what was 
most helpful in making Tengami was 
actually working with Oohashi-san on 
the Way of the Samurai 3 audio. What 
does feudal Japan sound like in the 
various seasons? What is traditional 
Japanese music? And so on. | looked 
back at many of the things we did for 
the Way of the Samurai 3 audio when 
working with David Wise on the 
Tengami audio. 


What brought you two together to 
leave work at Rare and form an inde- 
pendent studio? 

It was really a shared passion for 
striking out on our own and creating 
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the kind of games that ме just weren't 
able to make at Rare. It's something | 
always felt | wanted to do but couldn't 
find the right person to do it with. 
When Jennifer started at Rare, we just 
hit if off creatively. And together with 
Ryo (the third member of Nyamyam) 
whom I'd been friends with for many 
years, it just felt right. | think I'd 
reached a point in my life where lots 
of things came together and I realized 
it was the right time. 


Tell us about Tengami and what 
you're hoping players experience 
with it. 

A relaxing, serene and delightful 
journey into feudal Japan is what I 
hope players experience with 
Tengami. | have this image in my head 
of people playing it in bed, before 
going to sleep. Sitting in bed with their 
Wii U GamePad and folding the 
pop-ups with a smile on their faces. 
We often talk about Tengami as a "bed 
time" or "chill out" game - something 
that gives you a sense of wonder and 
beauty, but is very calming at the 
same time. 


What has it been like to develop for 
the Wii U, both technically and emo- 
tionally? A lot of developers have 
claimed that it's been hard to code 
for, and even harder to see the 
console fail to find a comparably 
large install base. 

On the technical side, | wouldn't 
say that the Wii U is difficult to 
develop for at all. The SDK is very well 
designed and implemented, and, 
much like the GameCube SDK, it's a 
pleasure to use. | think perhaps when 
people say it's difficult to develop for, 
they're more talking about the tools 
that are supplied with the develop- 
ment kit. And in that area, | would 
definitely agree. 

Coming back to console from iOS 
development, the general workflow on 
the Wii U is quite antiquated and in 
desperate need of modernization. The 
urnaround time from making a 

hange to seeing that change running 
is just too long. Emotionally speaking, 
it's a delight to come back to a 
Nintendo console. Working with 
Nintendo will forever be one of the 
highlights of my game-making career, 
and it definitely brought a little tear to 
my eye when I recalled all the nostal- 
gic moments working on the N64 and 
the GameCube. 


о + 


You're wrapping ир development on 

Tengami's Wii U version now. Is there 
something specific you've learned in 
the process of developing your game 
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that you wish you could go back in 
time and tell yourself before you 
started work on it? 

Don't take three years to make a 
game! But then, I kind of already knew 
that, as I’ve done it on virtually every 
project I've been on. When we first 
started making the game, we hoped it 
would take one, maybe two years — 
but never imagined it would take 
three. Even though the game has 
gotten off to a great start on iOS, it's 


difficult to make a three-year project 
work, financially speaking, even when 
you have such a small team. 


If there was one thing you'd like 
people to know about Nyamyam, 
what would it be? 

Repeatedly sing the company 
name with a high-pitched voice to any 
Lady Gaga song and we shall be more 
connected to each other. 


Have you given any thought to what 
your next project might be? 

Not really. | think we want to wait 
and see how Tengami does. Tengami 
was really a huge experiment for us as 
a game. It was also a tremendous risk. 
No matter how much people say they 
want something new and innovative, it 
often doesn't really pay off. So we 
wanted to challenge whether that was 
really the case and see for ourselves. 
We definitely don't want to get tied 
into the idea of doing sequel after 
sequel, but it's also necessary to 
ensure that you make some kind of 
return on the considerable invest- 
ment, so we wouldn't entirely discount 
doing a sequel. But, at heart, we're all 
intensely creative people who want to 
explore new avenues and create 
exciting things that players haven't 
even thought of. So 1 doubt we could 
keep ourselves from trying something 
new anyway. 


Finally, if you could have any super 
power, what would it be? 

It would have to be between two: 
being able to fly or being invisible. 
Being invisible is just an exciting 
thought, to be able to move without 
being seen, to see without being seen. 
And of course the freedom and exhila- 
ration that would come with flying is 
just beyond my wildest dreams. | think 
it taps into the desire that we all have 
to be free from constraints, to go 
anywhere whenever we want. 


СОМІСВКЕАК 


GONE FISHIN‘ 


BY MICHAELLAMBERT 


THE SHOVEL KNIGHT CREDO! 


P OBSERVE THE SHOVEL BLADE! 
2 р WITH ІТ, | HAVE DUG MOATS FOR 
OH, A SWORD, ЕН: KINGS! | HAVE TAKEN HOT BREAD 
7 FROM THE OVEN! АМО NOW. C 
) WHAT A FOOLISH CHOICE! I WILL SING FOR YOU.. 
ҖЕ \ 
AA 
«D 
Аҹ 
S f 


0700 


V 


Ф Noble Knights of 


г Shovelry! Let our 
spades be true! We 
Big and flip with honor 
Wa °D as ше sing this 
(| A \ mighty tune! 


SHOVELKNIGHTBY SEAN VELASCO AND MICHAEL LAMBERT 
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EARTHBOUND 


Perhaps it's a little odd to dedicate an Awards category to 
a group of decades-old games (most of which received 
proper honor when they first debuted), but there were a 
few truly excellent VC releases in 2013 — including our 
winner, which was a game that wasn't fully appreciated 
when it was first released in 1995. Its Wii U VC release 
came as a surprise, and was more fully featured than any 
other throughout the year, as Nintendo even went the 
extra mile to bring back its classic strategy guide too. 


RUNNER-UP: 
Super Metroid 


(==) 
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GAME OF THE YEAR AWARDS 
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The people have spoken again! It's our 
second annual presentation of the NF 
Game of the Year Awards, and our first 
to follow in the wake of a full calendar 
year of publishing NF Magazine. We 
saw some incredible games released 
throughout 2013 — our covers told the 
tale, presenting hit after hit like Luigi's 
Mansion: Dark Moon, Pokémon X & Y 
and more. But we didn’ t just pick these 
winners ourselves. As we did last year, 
we solicited your votes through the 
Nintendo Force social media channels 
to determine which games should take 
home each honor. Read on, then get in 
touch to let us know if you agree with 
the crowd’s consensus, or if your 
personal favorite got snubbed! 


SUPER MARIO 3D WORLD 


The Wii U struggled through a difficult second calendar 
year on the market, as major, must-have releases were 
few and far between. The quality titles finally started 

rolling out toward the end of the year, and none was 
more fun than the superb Super Mario 3D World. 
Its four-player action is pure old-school 
Nintendo joy, mixed with the best of 
the company’s modern ideas. A 
worthy winner for Wii U. 


RUNNER-UP: 
Pikmin 3 9 


AWARDS == 


STEAMWORLD DIG DUCKTALES: REMASTERED 


All it takes is one really sensational game to skyrocket a К was а match made in heaven when the skilled 2D 
small, little-known development studio into the spotlight animators working at WayForward Technologies got the 
of being a new critical darling, and that’s what happened chance to bring Capcom's NES classic DuckTales back to 
to the Sweden-based indie developer Image & Form last life in a new high-definition remake — but the new 

year, thanks to the wonderful SteamWorld Dig. Rusty’s DuckTales: Remastered wasn't just a visual 
adventure digging down, down, down into the depths of a triumph. The cartoon’s voice cast returned, the 

dreary cave and uncovering the mysteries lurking there story was embellished and all-new 

resonated with 3DS owners. Now, а sequel's on its way. levels expanded the source material 

to create something truly special. 
RUNNER-UP: 
Phoenix Wright: Ace Attorney RUNNER-UP: 
— Dual Destinies New Super Luigi U 
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ҒІКЕ ЕМВІЕМ: АУУАКЕМІМС 


And NF Magazines first calendar year comes full-circle! Fire Emblem: 
Awakening was the game that appeared on the cover of our very first issue, 

and even though it debuted in January, its appeal triumphed over all other 
contenders to follow throughout the months ahead. This is a sequel that set its 
series up to succeed for years to come, and it's absolutely deserving of this honor. 


3DS RUNNER-UP: 
The Legend of Zelda: OVERALL RUNNER-UP: 
A Link Between Worlds Super Mario 3D World 
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— COMIC BREAK 


MY FRIEND AND | HAVE BEEN 
TOGETHER FOR A REALLY LONG TIME. 
WE'RE THE BEST OF BUDDIES! 


BYTHORTHORVALDSON 


BUT, EVERY 
Now AND THEN, 
HE WOULD DO THE 
STRANGEST THING... 


MY FRIEND WOULD IT WAS LIKE HE WAS THIS ONE TIME, HE EVEN 
SOMEHOW CHANGE ALMOST A COMPLETELY CHANGED INTO A GIRL. 
HIS LOOKS... DIFFERENT PERSON. THAT WAS A BIT OF 
A SHOCK. 


OKAY, 
THOUGH. 


тїфк@б).абэ@бто 

016;460к/.01010 

512830у6 861117. 

кб0 
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| COOLD TELL THAT THIS 
WAS THE ЗАМЕ PERSON 
(KNEW THE WHOLE TIME. 


UWONDER IF MY FRIEND'S REALLY A-DITTO...? 
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Adventures in Babysitting 


YOSHI'S NEW ISLAND 


WE FIRST HEARD about the exis- 
tence of Yoshi's New Island less than a 
year ago. The latest entry in the series 
since Yoshi's Island DS in 2006, this 
New adventure has had some high 
expectations attached to it — espe- 
cially since Super Mario World 2: 
Yoshi's Island, the beloved Super 
Nintendo classic, has had its name 
invoked so often in the marketing. So 
Voshi's New Island has a lot to live up 
to - and it mostly nails it. 

This new 3DS game brings Yoshi's 
Island back in the same way that the 
New Super Mario Bros. series brought 
back 2D Mario. The "New" in Yoshi's 
New Island should be bolded, under- 
lined and highlighted. That moniker – 
and how it factors into recent 
Nintendo games - tells you almost 
everything you need to know about 
this sequel's design philosophy. 

Taken as a follow-up to the original 
Yoshi's Island, "New" doesn't quite live 
up to that masterpiece. These levels, 
while still clever, don't hit the heights 
of the SNES game. Occasionally, a boss 
will be interesting, but, for the most 
part, none of them compare to the 
splendor and spectacle of the crazy 
16-bit bosses from 1995. All of these 
new foes follow the slavish "repeated 


30$ PUBLISHER: NINTENDO 


DEVELOPER: ARZEST 


pattern; three hits to win" staple of 
Nintendo games. 

New Island borrows so heavily from 
the series' original installment that it's 
almost acting like the middling DS 
game never happened. At times, it 
nearly feels like an inferior expansion 
pack, but that doesn't detract from 
what makes New Island fun in its own 
right – it has consistently nice level 
designs, a few fun new gameplay ideas 
and interesting and pleasant graphics. 

The worlds - six in total — follow a 
familiar format. Each world has eight 
levels, two of which end in boss 
battles. The worlds hold secret stages 
that you unlock by 100%-ing all the 
other levels in each world and 
randomly collecting Egg Medals. 

The implementation of Egg Medals 
is one of the worst parts of the game. 
When you finish a non-boss level, you 
jump into a ring with flowers around it 
(like earlier games) and, depending on 
how many flowers you collected, you 
have, at best, a 50/50 chance to earn 
Egg Medals. So, essentially, you could 
10096 an entire world and still not get 
enough Egg Medals to unlock the 
secret level. It's a horrendously insipid 
unlocking system that encourages 
grinding and mindless replaying if 
you're not lucky enough to get Medals 
the first time through. 

Even with that dumb unlock 
system, the content in this game 
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doesn't feel like it's lacking. While you 
can breeze through it and reach the 
ending credits in under five hours if 
you don't care about collectables, it 
took me more than 10 hours to finish 
as I leisurely romped through it – 
aiming to get the collectables, but not 
being consumed by the completionist 
quest. Clearing a level and collecting 
the 20 red coins and five flowers - as 
well as keeping your baby timer at 30 
seconds - is a challenge in most 
levels. It’s comparable to the difficulty 
in the New Super Mario Bros. games, 
where the quest is able to be cleared 
by just about anyone, but a truly 
complete playthrough requires an 
intimate knowledge of the mechanics 
and levels. 

Some of those new mechanics 
involve the gyro sensor, which might 
cause alarm. Yoshi transforms into 
one of many different vehicles, and 
each one is tilted in a similar manner, 
with one button either slowing down 
the vehicle or doing some other 
simple task. (Having actually played 
some of those segments in public, | 


was able to not feel like a total idiot 
tilting my system.) The best transfor- 
mations are the mine cart and the 
submarine - the sub even lets you 
shoot at enemies. 

Giant eggs, referred to as Mega Egg 
Dozers, are also new in New Island 
and come in two varieties. The normal 
version can be hurled across rooms to 
destroy everything in its path, while 
the heavier metal variety can be used 
underwater. Their usage, however, is 
really constrained. Outside of a few 
late game instances, the Egg Dozers 
are essentially just used in a few 
simple, self-contained puzzle rooms. 
The only truly compelling usage is 
when you have to use the metal ones 
to travel underwater (as without the 
metal egg, you just float to the top). 

The visuals are more impressive in 
3D than in 2D, making some of these 
unmoving screenshots not look as 
good. In motion, it fuses a 3D modern 
design with the whimsical style of the 
SNES game's hand-drawn art. While I 
still prefer the look and feel of the 
original Yoshi's Island, | enjoyed 
gazing at these interestingly animated 
enemies and environments. Much like 
last year's The Legend of Zelda: A Link 
Between Worlds, Yoshi's New Island is 
something that must be seen in action 
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WHEN TWO HEADS ARENT 
BETTER THAN ONE 


The two-player minigames in Yoshi’s New Island aren’t really any fun at all. 
"Eggy Pop" might have a fantastic name, but all you're doing in it is popping 
balloons with a friend. "Flutter Finish" tests your flutter-jump skills in a droll 
way, as you simply try to flutter through the air as long as you can. And there 
are other minigames, but none of the rest are any better than those two. The 
games aren’t even competitive - they’re cooperative. While you can try to twist 
some competitive spirit out of these games (the bulk of which are unlocked 
as you beat worlds), it’s not worth it. 


on a 305 to be appreciated. 

New Island's sound design is one of 
its worst parts - it's essentially a 
soundtrack of elevator music that ref- 
erences the far superior stylings of the 
SNES predecessor. Some tracks, par- 
ticularly later on, are more memo- 
rable, but this is certainly a game that 
doesn't lose much by playing with the 
sound off. 

A forgettable series of two-player 
minigames are playable via Download 
Play, but honestly, the less said about 
them, the better. It's all a bunch of 
one-note experiences that feel like 
bad renditions of the minigames that 
were tossed into games like Super 
Mario 64 DS. While it's nice to have a 
two-player mode available through 
Download Play (so only one player 
needs a copy of New Island), it's abso- 
lutely no fun. Fortunately, the only 
effect it has on the single-player is 
that, at the completion of each world, 
you get a message saying you 
unlocked a game. 

The single-player experience is still 
totally worth experiencing. It's a fine 
2D platformer that might not rival the 
majesty of some of the best in the 
genre, but it's a consistent romp 
through a cute world. Stand-out 
moments like using Yoshi's flutter 
jump to perfection while also firing an 
egg to collect one of the red coins are 
so rewarding that it makes enduring 
any of the design's negative points 
worth the trouble (even if snagging 
that red coin led to you having to hear 
Baby Mario's annoying screams). If 
you crave moments like that (not the 
screaming), Yoshi's New Island 
delivers those in spades – even if it 
falls short of the original's legacy in 
music and gameplay innovation. 

Yoshi's New Island feels like New 
Super Mario Bros. 2 in a lot of ways: 
retreading well-worn territory with 
aplomb, but not bringing too many 
new concepts to the table, despite 
some terrific levels. - NEAL 
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It shouldn’t be a surprise that Yoshi’s New Island’s director 
also helmed Yoshi Topsy-Turvy, 2005’s tilt-based Game Boy 
Advance adventure for the dizzy green dino. That game was 
entirely centered on the action of tilting the world around 
Yoshi to win, but it was derided for being a mostly miserable 
motion-controlled experience in a poorly-made wrapper. In 
New Island, Yoshi has a variety of transformations that all 
require use of the 3DS’ gyroscope. Personally, | found them 
fun, but it seems like a lot of people’s opinions on it are 
divided. Most of them are optional (though they are required 
if you want to score 100% completion in some levels). They 
pop up once every few levels, and each world has a secret 
level that focuses entirely on the transformation. 

Morphed into a hot-air balloon shape, Yoshi slowly rises 
while you tilt the system to collect coins and avoid enemies. 

A jackhammer version of our hero has him drilling through 
sequences that resemble Dig Dug. 

The Yoshi helicopter soars through the skies, tilting around 
to collect coins hovering in lines in the air. 

The mine cart is a little on the slower side (especially when 
compared with the insanity of the mine carts you'll find in 


YOSHI'S TOPSY-TURVY TRANSFORMATIONS 
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Donkey Kong Country: Tropical Freeze), but that plays to the 
strengths of the 3DS gyroscope - the Yoshi cart isn’t too 
precise or too twitchy. 

The two coolest visual transformations are when Yoshi 
becomes a downhill-racing bobsled (those sequences feature 
some rad jumps), and when he morphs into a submarine 
(which lets you fire at enemies, making it one of the few alter- 
native forms that has a function other than just slowing down 
or tilting). 

There’s a part of me that thinks these transformations 
would be better suited in something more challenging alto- 
gether – like an eShop package entirely built around them. 
Their inclusions in New Island usually focus on getting a few 
red coins and a flower while getting to the end before time 
runs out. However, if time does run out, you just go back to 
where you started and can replay the section again and again, 
without consequence. So, while the transformation sections 
aren't frustrating, they also aren't challenging - it's a weird 
dynamic that makes them feel inconsequential and stagnant, 
despite the fact that they use the gyroscope, which should 
have meant they'd be a bit more of a game-changer. 
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WHAT OTHER GAME 


FRANCHISE SHOULD GET 
A KART RACING SPIN-OFF? 


LINDSEY LAYNE KING 


Phoenix Wright: 

Ace Kart Racer. 

There have 

already been 

orchestrated sound- 

tracks, a movie and even 

a musical, so they might as well 
throw a racing game into the 
mix! Who could object to that? 


THOR 
THORVALDSON 


LEGO Crash Kart 

Racing. Add pieces 

of opponents' karts 

to your own after 

colliding with them. It 

becomes a game of balance — 
too many pieces makes you too 
heavy, but better protected, and 
too few pieces makes you 
speedier but much more brittle. 


NEALRONAGHAN 


| Marvel vs. Capcom 

Kart Racing has 

potential to be 

pretty boss. I'd race 

as Wolverine and 

throw Servbots to attack. 


EMILY ROGERS 


How about an 

eShop racing 

game featuring 

characters like Max 

from Mutant Mudds, 

Toki Tori, Shovel Knight, 
Armillo, Gunman Clive and other 
lesser-known indie characters? 


TONY PONCE 


F-Zero. At this 
point, Га take 
any F-Zero. Even 
a kart racer. 


ROBERT HUGHES 


Charles Barkley's 
Shut Up and Kart. 
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DISNEY MAGICAL WORLD is 
somewhat of a weird game to review, 
as it's not exactly what people are 
hoping for when they first see it in 
motion. You might go into it thinking 
that this is an Animal Crossing clone, 
but that comparison would be a bit 
misleading. In some ways, Magical 
World blazes its own trail, and that's 
quite admirable. It's not the best 
adventure, and it has some issues 
along the way, but more laidback 
players will find enough to keep 
themselves occupied. 

The game features an open world 
in which players can walk about and 
talk to various characters across the 
magical kingdom. While there are 
many adorable things you can do, you 
are mostly asked to follow a linear 
path and clear a bunch of set objec- 
tives in order. While there's nothing 
wrong with that in theory, it does 
create a problem - Disney Magical 
World just doesn't really know what it 
wants to be in its opening act. By 
clearing this long slew of objectives, 
more activities will open for you, 
allowing you to have more fun with 
the game. While Namco's last open- 
world game, Go Vacation, did some- 
thing similar, it at least had a nifty 
amount of stuff already unlocked for 
you. The lack of choice early on is a 
bit of a bummer here. 

Animal Crossing has grown to 
embrace multiplayer moments more 
and more over the years, but Disney 
Magical World separates itself from 


NINTENDO 
НАМ.О. 


that comparison again іп its focus оп 
solo play - this a complete single- 
player affair, and it's tailored as such. 
You start with some simple fetch 
quests, but the complexity of your 
tasks slowly builds up. For example: 
owning your own cafe. Here you're 
tasked with creating the right menus 
and making an attractive place for the 
people in the area. 

Speaking of areas, you'll be visiting 
some famous settings and meeting 
some beloved characters - this is the 
biggest crossover of Disney brands 
outside of the Kingdom Hearts series. 
Aladdin, Winnie the Pooh, Alice and 
her Wonderland full of friends - these 
characters will await your arrival and 
offer up entertaining quests of their 
own. I adored my time with Pooh and 
his pals, as the 100 Acre Wood had 
room for gardening and plenty of nice 
fishing spots. 

Don't expect everything to be 
easy-going, though, as in places (like 
Aladdin's Agrabah area) you partake 
in some small action/RPG scenarios. 
The combat is quite simple, but it has 
а certain charm to it, and everyone 
can have a good time with these 
elements. 

Another major aspect of Magical 
World is its focus on collecting stuff — 
stuff that proves to be necessary to 
gather if you want to continue the 
adventure. There are several different 
outfits, hats and items to buy in the 
game, and these can be earned by 
collecting things like fruit or flowers. 
Some of these are used to put new 
things together, while the unused 


Animal Crossing Meets Mickey Mouse? 


stuff can be bought off and used for 
new items like furniture. 

Next to this, every Disney charac- 
ter has special cards on them, and 
these can be collected by waving at 
them. It's quite silly, but there's an 
addictive quality to it all, and the 
reactions to your waving are lovely. 

What's also lovely is that the game 
runs on the real-time clock, and that 
special events will occur every so 
often. A cool example is how every 
day, between 8:30 and 9:00 p.m., 
fireworks will be shot off into the sky 
to celebrate the end of another 
glorious day. 

Disney Magical World's framerate 
can be choppy. It's not terrible, but a 
bit more care would have been appre- 
ciated. The game does look rather 
nice on the handheld's screens, and 
the 3D effects are used in a subtle yet 
effective way. 

This might not be the most fine- 
tuned Disney game, but it is a lovable 
effort that shines through in the end. 
- DAAN 


Lack of Innovation 


ON THE 3DS, The LEGO Movie Videogame ends up feeling like 
more of the same. It continues the trend of presenting its action 
from an isometric perspective (as seen previously in the 3DS 
version of LEGO Marvel Super Heroes), and | think that's a camera 
angle choice that takes away from the fun of exploration that past 
games in this series have had. 

The characters are small, but not tiny – the minifigures' anima- 
tions portray the personality of each character well. There's a 
good bit of background animation, too - lots of things going on all 
around the main action as you play. The overall graphics are 
colorful and bright. Control is, as always, spot-on. Cutscenes are 
taken directly from the movie and are crisp (but sadly not in 3D). 

The use of 3D during gameplay varies from barely noticeable 
to somewhat serviceable - downward spiraling stages use the 
effect the best. The framerate does take a hit when the 3D option 
is utilized, unfortunately. 

The game has 15 levels, broken into three stages apiece. Stages 
vary in length and play style and include the standard action 
stages, skydiving areas, on-rail shooting stages and driving chal- 
lenges. No stage is overly long - fitting for a handheld game - but 
the lack of a midpoint save for the longer stages is a bit of an 
annoyance. Difficulty ranges from "standard LEGO easy" to 
slightly difficult, with the challenge mostly stemming from being 
dropped into a driving stage with no warning, or the odd few 
occasions when there's no direction on what to do next. 

Each stage has 10 achievements to earn, ranging from finding 
hidden items to collecting studs. Some of these achievements, 
however, won't even be... ег, achieveable until the game is 
beaten due to some of the characters that need to be unlocked 
for their specific abilities. 

It also must be noted that the game crashed multiple times 
while | was playing it. 

The LEGO Movie Videogame is fun, but it doesn't strive to be 
any better than what's come before. - THOR 


WARNER BROS. I.E. 
TT GAMES 


9 e 
Emmet's Bi 
THELEGO MOVIE VIDEOGAME 


IF YOU HAVENT seen The LEGO Movie 
yet and you're reading this review, drop this 
magazine right now and go see it. It's excel- 
lent. 

Back? Good. 

The game opens with the same scene as 
the movie, where Lord Business is stealing 
the Kragle. Your choice of Vetruvius, 
Shakespeare or Cleopatra are playable, and 
| cannot name another game or situation 
where that would ever make sense. The 
true magic comes from the game's use of 
nearly every character in The LEGO Movie 
(minus the licenses that legally couldn't 
appear in the game). 

The game follows the movie and even 
contains several clips drawn directly from 
it. Most LEGO games that follow movies add 
charming gags to well-known scenes, but it 
wouldn't make sense for this game to 
change its movie moments. 

The charm, instead, is injected into the 
gameplay in the form of extra lines and silly 
situations for the main characters. It's 
these extras that get players through the 
game, which is largely what we've come to 
expect from Traveller's Tales. Follow the 
story, solve some puzzles and collect studs. 

What makes this outing unique is 
building using instructions, and the master 
building. Gathering instructions to build 
objects and seeing them built with actual 
LEGO pieces is a fun aspect and is well 
implemented. Master building is more of a 
puzzle solution, but fun to watch - some of 
the creations are fantastic. 

ШЕЙ PUBLISHER: WARNER BROS. I.E. 


ШАЙ DEVELOPER: TT GAMES 
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Most of the characters in the main game 
have their own unique abilities that are 
necessary for completing levels. Wildstyle 
can perform acrobatic jumps, Batman has 
his grapple and Batarang, Vitruvius can use 
secret knocks, etc. Once you get more 
superheroes, the game really opens up and 
becomes truly brilliant. The last level 
features Emmet in his construction mech 
and Superman, among others. 

The best part of the game is Finn's room 
being unlocked, where players tour the 
young LEGO fanatic's room, find secrets 
and construct gold instruction builds to find 
those last few gold bricks. These are all 
great aspects that are worth the price of 
admission. 

| also tried multiplayer with my kids, and 
while the split screen can be confusing, the 
GamePad's screen is always an option. 
Other than that and a few small commands, 
it's largely ignored. As a multi-platform 
release, this is excusable, but unfortunate. 

Also unfortunate were problems with 
the camera panning off to something that 
wasn't there and not returning to the 
action, which led to me having to reset the 
game to progress. | also experienced 
crashes that required me to unplug the Wii 
U because it no longer responded to any 
commands. 

While | can never fully condone these 
technical issues, the game is a brilliant 
adaptation of the movie and 
a great option during the 
interim before the 
movie is released on 
Blu-ray and DVD! 

- BRETT 
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Oh, The Places You'll Go! 


DONKEY KONG COUNTRY: TROPICAL FREEZE 


I THINK IT may be 

my favorite level in any video game, 
ever. It's just so magically fun – | can't 
help but smile my entire way through, 
every time | play it (and I’ve played it 
over and over again). It’s so vibrantly 
happy that the trees themselves can’t 
help but dance to the beat of its 
music! 

It’s Grassland Groove, a.k.a. World 
3-1 of Donkey Kong Country: Tropical 
Freeze. And it’s just one of the incred- 
ible exotic locales that make this game 
an absolute must-play on Wii U. 

| don’t know if I've ever been so 
motivated to keep playing a game 
before by the simple desire to see 
what each next level looks like. But 
Tropical Freeze’s environment design 
is so captivating, | really couldn’t stop 
racing through this adventure just to 
see what every new Set piece would 
present. 

Every level is a masterpiece of 
originality. You'd think that here in 
2014 the platformer genre would be 
tapped out of potential for doing 
anything new, but then Retro Studios" 
artists send you bouncing through a 
jelly factory, dodging the flames of a 
burning savannah or scaling a moun- 
tainside that's in the middle of an ava- 
lanche with cascading walls of snow 
pushing back against you and burying 
the platforms beneath your feet. 


PUBLISHER: NINTENDO 
DEVELOPER: RETRO STUDIOS 


It's wildly diverse. 

What's more, these levels are won- 
derfully long, too – they don't just 
wow you with some brief spectacle 
and then shuffle you on to the next 
stage on the world map. Rather, each 
of these levels contains enough 
content and unique ideas that they 
could have been broken up into three 
separate levels apiece. 

Go back to Grassland Groove for an 
example of that. It starts as a joyful 
celebration of Africa that rivals the 
early minutes of The Lion King for its 
equally majestic and whimsical take 
on the lands where giraffes and zebras 
roam. Then, it shifts to become a plat- 
forming challenge across the tops of 
huge wooden structures wearing tribal 
faces, accented by vertical poles to 
leap between (styled to look like 
giraffes and zebras). Finally, the third 
act introduces gigantic, curved 
wooden snakes with grippable 
surfaces - they bend, curl and rotate 
around one another in huge, sweeping 
arcs. It's a totally different type of look 
— and a totally different type of 
gameplay challenge - by the end. 

And, as you transition between 
each of the three sub-levels within the 
greater stage, the background music 
dynamically changes to adopt new 
instruments or vocal elements. That's 
not just in Grassland Groove - it's a 
recurring theme. 
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Can you tell that I'm impressed by 
Tropical Freeze? The design of these 
environments is a true highlight, and I 
can't sell that fact enough. 

Beyond the levels themselves, 
though, this DKC sequel boasts several 
other strengths. 

Its boss battles are multi-tiered. 
Nintendo players have been somewhat 
conditioned to the "hit the boss three 
times to beat him" formula that pops 
up again and again in the Mario series, 
but here in Tropical Freeze, three hits 
is only enough to make a boss enemy 
angry and cause him to change his 
attack pattern. You'll have to fight 
through three increasingly difficult 
phases to claim victory. 

Increased difficult is another thing 
that sets this sequel apart. Some 
players and even other critics out 
there have claimed Tropical Freeze is 
too hard. It's not. It's a challenge to be 
sure, but never an unfair or overly 
frustrating one. You'll die again and 
again, sometimes a dozen times in a 
row in a single segment of a single 
stage. But you'll recognize your error 
and be able to correct it with patience. 

Besides, the game's pretty liberal 
with giving out extra lives — you'll 
have a stock of 99 red balloons built 
up in no time, giving you plenty of 
buffer between yourself and the Game 
Over screen when you come across 
the toughest levels. 


The introduction of Dixie and 
Cranky as new playable Kong compan- 
ions is yet another positive point (and 
I'll break down their differences over 
on the next page). The game is restric- 
tive in how you use them, though - 
Donkey Kong is always the primary 
hero, while the other three are helper 
characters only. You can jump through 
a few hoops to play as one of the 
others alone without DK, but it's cum- 
bersome to do so. 

Not being free to play as Diddy, 
Dixie or Cranky from the start is one 
of the few drawbacks here. Another is 
the game's load times. They're not 
egregiously slow, but the load screens 
have a visible stutter that seems a 
little sloppy and not up to Nintendo's 
usual standard of quality. 

Those are minor complaints, to be 
sure, which should further reinforce 
the fact that Retro Studios has crafted 
atrue masterpiece here. Donkey Kong 
Country: Tropical Freeze is a wonder- 
ful experience - it's a breathtaking 
journey from one awe-inspiring locale 
to the next, one you won't be able to 
keep from racing through just to see 
what's coming next in each new level. 

Well, except for when you get to 
World 3-1. You'll probably want to play 
Grassland Groove a few times in a row 
before you move on. - LUCAS 


Player 15 character by default, 
Donkey Kong is a lumbering lunk 
of muscle whose movements aren't 
quite as quick as other platforming 
heroes' commonly are. Controlling 
his extra bulk takes practice, but 
he's a lot of fun to handle once you 
get the hang of his heft. His claim 
to fame in Tropical Freeze is that 
he can pair up with any of the 
other three Kongs by letting them 
ride on his back – he then gains 
access to their extra abilities while 
he's carrying them. 


Diddy Kong was the one and only 
partner character in 2010's Donkey 
Kong Country Returns, and his 
abilities here in Tropical Freeze 
mirror those seen in that earlier 
adventure - he can extend DK's 
jump with a blast from his rocket- 
barrel jetpack and attack foes at a 
distance with his peanut popgun. 
He's still a useful buddy to have 
around, but he's outshined by his 
pink-clad counterpart... 


... Dixie Kong! The most powerful 
ponytail in the history of video 
games is back (sorry Shantae), as 
Dixie's twirling golden locks spin at 
such a speed that she's able to give 
DK a corrective extra boost into 
the air with every leap. It's an 
invaluable help - Dixie makes the 
toughest platforming challenges 
much easier to manage, and she's 
easily the best of the three partner 
options in Tropical Freeze. 


Finally, Cranky Kong does his best 
Scrooge McDuck impression in his 
playable debut, as the grumpy 
elder Kong unleashes pogo stick 
bounces with his cane just like we 
saw in the classic NES DuckTales. 
(Or last year's remake, DuckTales: 
Remastered.) The technique is 
useful for carrying the Kongs over 
dangerous terrain without taking 
damage, and is essentially 
required in certain stages. A weird 
extra fact about Cranky? He throws 
dentures at enemies, too. 
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COMMUNITY 


NES HoMEBREW 101 


Nearly 30 years after its release, Nintendo's 8-bit console is still getting new games thanks 
to the efforts of dedicated hobbyist programmers. Here's an introduction to their world. 


HOW MANY OF us have ever dreamed of making 
our own Nintendo game? The majority of Nintendo 
fans have, I’m sure, at one point or another – and 
while some driven individuals take that dream and 
make it a reality by becoming developers actually 
working on games for modern systems like the 305 
and Wii U, others take a different approach. To 
them, making a "Nintendo game" means making a 
game that plays on the original "Nintendo," a.k.a. 
the Nintendo Entertainment System. These hard- 
working hobbyists have fascinated me for years, so 
I'm happy to be able to offer to you, our readers, а 
bit of a glimpse into their world. The following 
introduction to the NES homebrew community was 
put together by guest writer Jeff Wittenhagen. Give 
him your attention, if you please! - LUCAS 


AN INTRODUCTION TO NES HOMEBREW 
Ever hear of the NES game Battle Kid: Fortress of 
Peril? You haven't? Well, it was released іп 2010, 
and it’s just one of many games that have been 
created for the system since the last official NES 
title, Wario’s Woods, was released for the legendary 
system in 1994. It’s been over 20 years since that 
final retail release of an NES game, and we now 
have a flourishing community of developers that 


PERIOD 0: 
TINE O93 


continues to release new NES titles to this very day. 
Prepare to earn your associate’s degree in NES 
Homebrew with this quick and dirty community 
spotlight! 


WHAT IS A HOMEBREW? 
A homebrew video game is generally defined as a 
unique work created after the lifespan of a console 
has come to an end, usually made by a small group 
of programmers or even a single individual. The 
homebrew scene naturally began with the Atari 
2600 and Commodore 64 generations, but it 
quickly migrated to the NES, which in the last five 
years or so has exploded in both size and quality. 

The NES homebrew community has been going 
on for a long time now, evolving as programming 
techniques have been refined. When homebrew 
work for the NES began, the results were primarily 
simplistic puzzlers or arcade-style games with little 
to no extra features aside from a high score 
counter — but current games developed for the NES 
have progressed to the point that they rival retail 
releases for the system, and they've started to gain 
mainstream attention. 

Some homebrew gems take inspiration from 
retail NES games. In the case of Streemerz, Bionic 


STUDY HALL 


One of the newest NES homebrew releases, Study Hall 


sets itself apart from other "new retro" games by 


adding a thoroughly modern element: achievements, 


those specific goals to shoot for that have become 
increasingly popular with gamers in recent years 
(though not so much on Nintendo platforms). It's a 
uniquely incongruous aspect of a game that might 


Commando serves as the focus of the homage (as 
well as the original "Streemerz" game, from the 
notoriously bad unlicensed multi-cartridge, Action 
52). 

Other homebrews take the arcade genre to a 
new level, such as Assimilate, NES Virus Cleaner 
and the newly released Study Hall (see sidebar). 
Assimilate innovates in its genre by adding in boss 
fights to the unique gameplay mechanic of aliens 
infiltrating the Earth with their ship. NES Virus 
Cleaner envisions the innards of the console itself, 
putting you in charge of removing viruses from the 
system. Programmers are continually doing things 
with the NES today that were thought to be impos- 
sible or too difficult to implement into 8-bit games 
25 years ago. What will we see next? 


PROTOTYPES AND LIMITED EDITIONS 
Due to the close-knit nature of the community, 
homebrew developers frequently will do extremely 
limited releases of their games during the initial 
release. These limited editions are generally highly 
sought after and command premium prices after 
their release, due to a majority of the people who 
own them being collectors who generally hold onto 
their games for a long time. This is not only due to 
their limited nature, but also because they usually 
include special cases - a different version of the 
game or something else special. The lower, single- 
digit numbers in these releases are generally allo- 
cated to contributors to the project, such as artists 
and beta testers, which can go for even higher 
prices, or may never be available for sale whatso- 
ever. 
Also, there's usually an original prototype of 
these releases that the developer uses to test the 
cartridge and make sure there aren't any bugs or 
problems. These one-of-a-kind releases are 


otherwise have been able to pass for an original '80s 
era release. The gameplay in Study Hall is based on 
Nintendo's classic Donkey Kong Jr., as your stick figure 
character climbs up and down ropes to collect keys 
while dodging incoming bullets and other obstacles. 
Its art style seems simplistic, but it's an intentional 
aesthetic. It's meant to look like the notebook of a 
bored kid who's stuck in study hall at school with 
nothing to do - so he starts sketching video game 
levels for himself on each three-hole-punched page. 
Want to learn more, or buy a copy? Check it out at: 


extremely sought after, and they've given rise to 
another type of collecting community out there: 
prototype collecting. 

One of the newer holy grails of the NES 
homebrew scene is the aptly named Homebrew 
World Championships 2012, or HBWC for short. This 
game was only released in limited quantities with a 
unique auction bidding system only allowing inter- 
ested individuals one bid. The game itself includes 
dip switches like the original Nintendo World 
Championships cartridges, and it consists of five 
different homebrew games played in succession in 
a high score competition format. Being limited — 


www.retrousb.com 
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BAT PUNCHER 


Super Bat Puncher is a great side-scrolling 
platformer to highlight, as it has some of 
the best controls of any NES game, period 
- with a unique mechanic of using a giant 
punching glove to not only attack 
enemies, but also propel yourself forward 
at high speeds by punching hard surfaces 
to ricochet yourself off of them. It's been 
in developmental limbo for many years 
now, and there has yet to be a full release 
as of this writing – though there was a 
very limited demo release (with a poster!). 


on top of paralleling the famous Nintendo World 
Championships cartridges - means that many col- 
lectors want this prize in their collections and 
prices will continue to skyrocket. 


HOMEBREW VS. REPRODUCTIONS 
Many collectors new to the homebrew scene are 
confused by this, so it must be clarified that a 
homebrew should not be confused with a simple 
reproduction. While a homebrew consists of a 
brand new idea that a developer generally created 
from scratch, a reproduction is most often an older, 
existing game that's been modified in some way, 
then put on to a real cartridge. Reproductions are 
generally games that were released in a different 
region, or games for which the original code has 
been modified to allow for a different experience - 
usually there's no new code created with reproduc- 
tions, just a general modification of existing code. 
A reproduction can be anything from a fan 
translation of a Famicom game that usually plays in 
English on an NTSC US NES console, to a fan hack of 
a popular game that changes how the game looks 
or modifies its levels. 


NOMOLOS: 
STORMING THE 
CATSLE 


Nomolos: Storming the Catsle throws you 
into a whimsical cat-themed world. It's an 
action platformer along the lines of 
Castlevania that has full level scrolling and 
has multiple different main weapon 
upgrades, all of which create a feeling 
reminiscent of the classic NES platformers 
of old. Nomolos had a release through 
RetroUSB.com once upon a time, but it 
was unfortunately discontinued there. 


For example, Sweet Home was a Famicom 
horror RPG only released in Japan (see Issue #3). A 
reproduction of this game allows it to be played on 
an American NES system, fully translated into 
English. Due to the mass availability and never- 
ending nature of reproductions, the collectability 
aspect is generally lessened, due to the fact that 
infinite amounts of the games could conceivably be 
produced at will. There are many websites that spe- 
cialize in reproduction cartridges, and many even 
have complete-in-box (CIB) releases. However, most 
of these reproduction sites do not sell homebrews, 
or, if they do, they're not the official release. 

This is where collecting homebrew games can 
become tricky. It's good to do your research on 
gaming community websites before investing a ton 
of money into any homebrew or reproduction 
purchase. 


FUTURE RELEASES 

Due to the small amount of individuals involved in 
the homebrew scene, releases are generally pretty 
spaced out - several months can pass between 
each new, truly notable release. With that in mind, 
though, there are a few truly notable games on the 
horizon that you should keep an eye on. 

Leisure Suit Larry is an NES version of the 
original PC game created from scratch by KHAN 
Games, the studio responsible for Study Hall. 

Candelabra is the newest concoction from Sly 
Dog Studios, creator of NES Virus Cleaner, and 
looks to be a first-person RPG with a unique timed 
attack mechanic. 

Finally, One Bit Games is developing a top-down 
dungeon crawler that draws a great deal of inspira- 
tion from the Legend of Zelda series. 

It's generally difficult to stay on top of new 
homebrew releases, as it's a somewhat niche 
section of the retro gaming community, and usually 
only available on forums. But if you do want to be 
truly involved, you can also be privy to these 
amazing releases. 


REAL CARTS 


Perhaps the best part of the NES 
homebrew scene is that many of 
these games are available on 
actual, tangible cartridges that 
will work on real NES systems. 
For aging NES fans, there's 
nothing quite like the feeling 

of cracking open the package 

of an all-new NES game in 

the year 2014 - it's been 
decades since many of us 

last did that. And then you 

can blow on the connecting 
pins, too! Bonus! 


BATTLE KID 1 & 2 


The Battle Kid series by Sivak Games 
brought a lot of attention to the NES 
homebrew scene due to the high quality of 
its games and their relentless — yet not 
impossible — difficulty inspired by the PC 
game I Wanna Be The Guy. Reminiscent of 
the Mega Man series but with one-hit 
deaths, this a truly unforgiving series. 
There are currently two games in the 
series, Battle Kid: Fortress of Peril and 
Battle Kid 2: Mountain of Torment, with a 
rumored third in the works to close out 
the epic trilogy. 


HOW YOU CAN GET INVOLVED 

Being involved in the NES homebrew scene is as 
simple as supporting these hardworking program- 
mers and developers. Nothing is more rewarding to 
a developer than fans playing the games that 
they've put so much time and effort into! The more 
you support these individuals, the more inspiration 
they'll have to continue creating more amazing 
games for this classic system. 

A few websites that you can visit to support the 
homebrew scene are NintendoAge.com and 
NESDev.com, both of which have communities dedi- 
cated to the homebrew NES scene and frequently 
have opportunities to get involved in production, or 
by simply purchasing these titles. Other websites, 
such as RetroUSB.com, frequently release 
homebrew NES games created with all-new parts. 
RetroUSB.com is home to such releases as the 
Battle Kid series, Nomolos and Study Hall, along 
with many other NES homebrews. 

The NES homebrew community is always 
evolving and will continue to grow, especially with 
your support! - JEFF 
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IF YOU'VE READ NF from the beginning, you'll 
remember David and Mark's Mario comics from 
our first two issues — but now it seems there's 
some "New" competition in that arena. We got 
in touch with one of its creators, Danny8bit, to 
discuss "New Super Mario Adventures." 


NF: How did the comic first come together? 
I'm an avid fan of the monthly 

Sonic the Hedgehog and Mega Man comics that 
Archie Comics publishes, and they have a knack 
for remaining fiercely loyal to their source 
material while still telling clever and well- 
written stories that appeal to all audiences. 

The Mario universe is rich with storytelling 
potential (perhaps even moreso than Sonic and 
Mega Man, I'd argue), and I’ve always felt that if 
Archie got their hands on it, they'd knock it 
right out of the park. unfortunately, after 
speaking with a few folks within the comics 
industry, it sounded as though the likelihood of 
an officially licensed Mario comic seeing the 
light of day in the immediate future was very 
small. So, I figured that me and a few other big 
Mario fans should come together and try 
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ALL-NEW ORIGIN STORY 


Mario and Luigi5 first call to action is retold in New Super Mario 
Adventures, a fan comic inspired by Nintendo Power's classic strips. 


making the next best thing: a free-to-read 
Super Mario fan comic that emulates the quality 
and format that Archie has established. 


Who are your team members? 
JamesmanTheRegenold, EarthGwee and myself. 
James provides the awesome pencils, inks and 
layouts of each page. Gwee does all the colors 
and scenery, breathing life into everything. And 
|, myself, am the creator/writer/lucky guy who 
gets to work with these super-talented artists. 
All three of us can be found on deviantART. 


What made you decide on a Mario comic? 
Mario is the one Nintendo property that I've had 
the most contact with and, therefore, have the 
most knowledge about, so it seemed like a no- 
brainer to me. I'd say it's also the easiest to 
adapt, since it has the most games to draw 
from. (It also doesn't hurt that the main charac- 
ter isn't a silent protagonist.) 

| think it's also worth noting that Mario 
hasn't had a legit comic to his name, here in the 
US, since the first "Super Mario Adventures" in 
Nintendo Power all the way back in 1992! That's 
over 20 years ago! 


Why frame NSMA as an origin story? Wouldn't 
that make it "Old" Super Mario Adventures? 
The comic's plot won't necessarily progress in 
the exact order of the games themselves — we 
have a few little narrative curveballs and 
creative liberties to throw at our audience. So, 
the reason we decided to kick things off as an 
origin story of sorts is because we wanted to set 
up a solid starting point for the universe of the 
comic. We wanted any new developments, in 
this version of the Marioverse, to be taught to 
the audience through the Bros. themselves, as 
they learn and grow. You're figuring things out 
right alongside them, which hopefully helps you 
become attached to them even more. 

And, on top of all that, who could resist the 
chance to tell the story of the first meeting 
between Mario and Bowser? 


Any hints you'd like to drop about where the 
"New" adventures will take our heroes? 
Hmmmm. Well, | can't really say for sure at 
the moment. But I will say that Га love to 
work on some ideas from Super Mario Land, 
the Mario RPGs and Super Mario Galaxy. 
But when exactly those will come about 
and to what extent are things I don't think 
I should divulge at this time. 
(*cough *Geno* cough*) 
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Up. Down. B. START. RIGHT... 


Thousands of players work together to direct the movements of one 


trainer in Twitch Plays Pokemon. 


WHAT HAPPENS WHEN thousands of players 
share control over a single game of Pokémon? 
Hilarity ensues, chaos reigns and a few new reli- 
gions even end up being formed. 

This past February, an anonymous Australian 
programmer launched an interesting experiment 
on the video-streaming website Twitch. He’d 
come up with some simple code that would read 
the text of a video’s accompanying chat window, 
then take anything it found there that it inter- 
preted as a button command and use it as input 
to control the game being streamed in the video 
= in this case, the classic Pokémon Red. So if you 
typed "Up" in the chat, the trainer in the video 
would take a step up. "Down," he went down. And 
50 on - it was fun to see how it worked. 

And then everything went absolutely crazy. 
The "TwitchPlaysPokemon" video stream went 
viral, attracting tens of thousands of simultane- 
ous viewers from all around the globe – which 
also meant tens of thousands of different people 
trying to control Red, the trainer, at the same 
time. His movements became wildly erratic as 
players fought for control, and even when the 


collective mob tried to work together, simple 
obstacles like ledges placed in the overworld 
would become nearly impossible to overcome. 

The sheer unlikeliness of any meaningful 
progress being made led to a legendary journey 
that actually succeeded! Somehow, someway, the 
thousands of players managed to make it through 
the entire game, while Red's psychotic behavior 
throughout the journey led to the creation of 
about a million different memes. Most famously, 
his near-constant random checking of the Helix 
Fossil in his backpack caused the mob to begin to 
view the Helix as a guiding force of truth and 
wisdom, and resurrecting the Fossil into an 
Omanyte became an incredible triumph. 

My favorite moment, though? When the Elite 4 
was defeated by "All-Terrain Venomoth," who was 
able to survive against Lance's Dragonite and 
slowly poison it to death while never taking a hit. 

If you missed out on the action, there's still 
time to get caught up! Hail Helix! - LUCAS 


THE ADVENTURE CONTINUES 


After triumphing in Pokémon Red, the TwitchPlaysPokemon stream almost immediately kept the action 
going with а playthrough of Pokémon Crystal — which was smartly edited to make its final fight against 
Red feature the final team of monsters from TPP's first, wildly popular stream. Victory was achieved 
there as well, after which time the stream took a break for about a week before moving on to 
Generation III for a run through Pokémon Emerald. That's the adventure that's active now as this issue 
goes to press, but the Twitch collective may just end up playing through the entire series! 


det , 
-JIDESIG МЫ; ў ` д T. ж. 


RANINJAPAN 


The master of Mega Man rap 


tours Capcom's home country. 


THERE ARE MANY incredible video 
game-inspired musicians active today, 
and one of the most talented is nerdcore 
rapper Raheem "Mega Ran" Jarbo. Since 
winning over fans and even Capcom itself 
with his Mega Man tribute albums, Ran 
has added hip hop flavor to everything 
from Final Fantasy to River City Ransom. 

Last summer, Ran toured Japan in col- 
laboration with many notable Japanese 
chiptune artists, who remixed select 
Mega Ran tracks. And just before this 
issue went to press, he returned to Japan 
alongside rapper Phill Harmonix and DJ 
AAROCK to promote The Returners, a 
non-game-focused EP named after the 
Final Fantasy VI resistance group. Ran 
also performed jams from his wider 
catalog, including Forever Famicom DLC 
3, the fourth in a series of NES/SNES 
tributes. Remixes once again came 
courtesy of Japanese artists like KUNIO, 
Omodaka and even Streets of Rage 
series co-composer Motohiro 
Kawashima! 

An LP covering the first Japan tour 
will go on sale later this year, as will a 
Blu-ray tour documentary produced by 
game music news outlet Nubuwo. Keep 
an eye out for both! - TONY 
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YOU THOUGHT ‘TWITCH PLAYS POKEMON’ WAS DIFFICULT? 
— 


KAEPORA 


THE REASON THEY’RE NOT PLAYING OCARINA OF TIME 
BY ROBERT! 


ROI HUGHES 


СОМІСВКЕАК 


Ме at Nintendo һауе been looking After many months of development, 
for a way to explain our business to you, we have finally come up with the 
the датег, in a simple way. structure of our core business... 


LAUNCH 
Increase the 
system user base? 


Release new game Improve thitd 


in popular franchise party support 
(e.g. Matio Kart) 


Users complain that 
games lack originality. 
What do you do? 


Pay thitd parties 
to wotk on 
gout console 


Release new franchise. 
How does it sell? 
Commission 
д Sequel 


Do something 
insane 


Support thitd 
party systems 


Please understand. 


BY MARK“FRYGUY64” KELLY 
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VALE ВКЕММАМ 
HOUGHION 
(1995-2014) 


Brennan Houghton, of Geelong, Australia, passed away on February 11, 2014, 
after battling bone cancer for six years. Many of you would remember him as 
Brennan88 from the GoNintendo community, GameFAQs and other gaming 
forums. 


Brennan was enraptured by gaming from a very young age, starting with 
Pokémon and maintaining his passion right to the end. Brennan's illness 
meant that he was not able to get out and about with his friends as he used to 
do; particularly in his last year, when he was paralyzed. So gaming was not just 
a way of keeping in touch with his friends, but also of making new ones all over 
the world. 


The gaming world will miss 
him. 
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